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Game Masters Screen « 


CHARACTER CREATION SUMMARY 


STEP 1: GM Discussion 


Talk to the GM about the nature of the upcoming game. Issues that 
should be addressed include the duration of the game, scheduled play 
time, the setting and related timeline, and the thematic intensity 
level. Based on this, the GM should set the power level of the 
campaign, which will determine the number of Character Points that 
each player may use to design their character. See page 34. 


STepP @: CHARACTER OUTLINE 


Use the game boundaries established through your talk with the 
GM to develop a rough character outline. Will you be playing an 
original or series character? A male or female? A character raised 
on Earth or born in space? See page 36. 


STEP 3: ASSIGN STATS 


DN a a Ra Ne ea ee 
Use Character Points to give your character Body, Mind and Soul 
Stats, making sure each Stat is not lower than 1 nor higher than 12. 
See page 37. 


STeP 4: CHARACTER ATTRIBUTES 


Any unused Character Points that remain after assigning Stats may 
be used to acquire Character Attributes, rated in Levels from 1 to 6. 
See page 39. 


Step S: CHARACTER DEFECTS 


You are encouraged to select some Defects for your character. These 
Defects will provide you with more role-playing opportunities, and give 
you Bonus Points to use in raising Stats or acquiring additional Character 
Attributes Make certain, however, that the Defects you purchase are 
appropriate to your character outline. You should assign no more than 
eight Defects. Mecha Defects can also be assigned. See page 76. 


STeP G6: SKILLS 


Your character receives 20 starting Skill Points, plus additional 
points if you took the Highly Skilled Attribute (or fewer, if you took 
the Unskilled Defect). Use the Skill Points to acquire Skills and 
specializations relevant to your character outline. Skill Levels range 
from 1 to 6. See page 84. 


Strep 7: DERIVED VALUES 


Now that you have completed your character's Stats, Attributes, 
and Defects, you can calculate his or her three derived values — 
Combat Value (both Attack and Defense), Health Points and 
Energy Points. See page 90. 


STEP 8: BACKGROUND PoINTs 


You can earn 1-3 extra Background Character Points by giving the 
GM a history of your character, an important character story, or a 
character drawing. See page 91. 


STAT VALUE DESCRIPTIONS 


Stat Value Description 


Completely and utterly useless. 
Inept. 

Significantly below adult human average. 
Below adult human average. 

Adult human average. 

Above adult human average. 
Significantly above human average. 
Highly capable. 

Extremely capable. 

Best in the land. 

World-class ability. 

Legendary ability. 

Best in the universe. Unequalled. 
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CHARACTER AND MEcHA DEFECTS 


Attack Restriction Awkward 

Awkward Size Conditional Ownership 
Easily Distracted Girl/Guy Magnet 

Item Dependency Latent Jurai Power 
Marked Not So Strong 

Other Mecha Defects Phobia 

Recurring Nightmares Rejected By Society 
Servitude Unique Character Defect 
Unique Mecha Defect Unskilled 

Weakened Jurai/Mass Power 


OTHER MEcHA DEFECTS 


Limited Endurance Mutual Damage 

No Arms No Ground Movement 
Not So Tough Partial Armour 
Reduced Capacity Weak Point 


SPECIAL ATTACK/WEAPON 
ABILITIES 


Accurate Affects Incorporeal 
Area Effect Auto-Fire 

Burning Concealable (Weapon Only) 
Drain Body Drain Mind 

Drain Soul Drain Energy 

Flare Flexible 
Incapacitating Incurable 

Linked Long Range 
Muscle-Powered No Rejuvenation 
Penetrating Soul Attack 
Spreading Stun 

Tangle Trap 

Unique Ability 


DISABILITIES 


Contact Drop Shields 
Inaccurate Internal 
Limited Shots No Damage 
Self-Destruct (Weapon Only) Short Range 
Slow Static 
Stoppable Toxic 
Unique Disability Uses Energy 


CHARACTER ATTRIBUTES 


Appearance 

Art of Distraction 
Combat Mastery 
Damn Healthy! 

Divine Relationship 
Energy Bonus 

Focused Damage 
Heightened Jurai Power 


Heightened Mass Power 


Heightened Senses 
Highly Skilled 

Item of Power 

Jurai Power 

Mass Power 
Mechanical Genius 
More Powerful Mecha 
Own a Big Mecha 
Personal Gear 

Speed 


1/Level 
1/Level 
2/Level 
1/Level 
1/Level 
1/Level 
1/Level 
1/Level 
1/Level 
1/Level 
1/Level 
2/Level 
4/Level 
4/Level 
2/Level 
1/Level 
4/Level 
1/Level 
1/Level 


Unique Character Attribute 4/Level 


SuUB-ATITRIBUTES 


Armour 

Artificial Intelligence 
Astral Projection 
Battle Costume 
Dimensional Portal 
Duplicate 

Extra Capacity 

Extra Endurance 
Flight 

Force Field 
Illusionary Disguise 
Incorporeal Form 
Life Support 

Mind Control 

Mind Shield 
Precognition 
Reincarnation 
Rejuvenation 
Sensors 

Space Flight 

Special Equipment 
Star Drive 
Subordinate Mecha 
Summon/Control Servant 
Summonable 

Super Strength 
Telekinesis 

Teleport 

Toughness 

Unique Sub-Attribute 
Weapon/Special Attack 


4/Level 
2/Level 
2/Level 
1/Level 

2, 3, or 4/Level 
2 or 7/Level 
1/Level 
1/Level 

3 or 4/Level 
3 or 4/Level 
1/Level 
5/Level 
1/Level 

1 or 4/Level 
1/Level 
1/Level 
1/Level 
1/Level 
1/Level 
2/Level 
2/Level 
2/Level 
1/Level 
1-2/Level 

4 or 5/Level 
3/Level 
2/Level 
5/Level 
4/Level 
1-10/Level 

3 or 4/Level 


Mecha 
Mecha 

Jurai, Mass 
Jurai 

Mecha 

Mass 

Mecha 
Mecha 

Mass, Mecha 
Jurai, Mecha 
Jurai 

Mass 

Mass, Mecha 
Jurai, Mass 
Jurai 

Jurai 

Mecha 

Mass 

Mass, Mecha 
Jurai, Mass, Mecha 
Mecha 
Mecha 
Mecha 

Jurai 

Mecha 

Mass, Mecha 
Jurai 

Mass, Mecha 
Mecha 

Jurai, Mass, Mecha 
Jurai, Mecha 


COMBAT VALUE — [(Body+Mind+Soul)+3] 
HEALTH POINTS — [(ody + Soul) x5] 
ENERGY POINTS — [(Mind + Soul) x5] 


SKILLS 


Skill Cost Skill Cost 


Acrobatics 3/Level Architecture 1/Level 
Biological Sciences 2/Level Computers 2/Level 
Cooking 2/Level Cultural Arts 1/Level 
Disguise 2/Level Electronics 2/Level 
Forgery 1/Level Gardening 1/Level 
Gun Combat 5/Level Heavy Weapons 4/Level 
Interrogation 2/Level Mechanics 2/Level 
Medical 2/Level Melee Attack 5/Level 
Melee Defense 5/Level Navigation 2/Level 
Performing Arts  1/Level Physical Sciences 2/Level 
Piloting 3/Level Police Sciences ——-2/Level 
Ranged Defense  5/Level SleightofHand _—1/Level 
Social Sciences 1/Level — Stealth 2/Level 
Thrown Weapon 5/Level Unarmed Attack  5/Level 
Unarmed Defense 5/Level UrbanTracking —_1/Level 
Visual Arts 1/Level Wilderness Tracking1/Level 
Writing 1/Level 


Skill Level 1 — Trained 
The character has had some training and practice with the Skill. 
A character is awarded a -1 bonus on the Skill check dice roll if he 
or she does not possesses a relevant specialty, or a -2 bonus if the 
character does possess the relevant specialty. 


Skill Level 2 — Well-Trained 

The character has had moderate training and practice with the Skill. 
A character is awarded a -2 bonus on the Skill check dice roll ifhe 
or she does not possesses a relevant specialty, or a -3 bonus if the 
character does possess the relevant specialty. 


Skill Level 3 — Expert 

The character has had significant training and practice with the Skill. 
A character is awarded a -3 bonus on the Skill check dice roll ifhe 
or she does not possesses a relevant specialty, or a -4 bonus if the 
character does possess the relevant specialty. 


Skill Level 4 — Veteran 

The character has had extensive training and practice with the Skill. 
A character is awarded a -4 bonus on the Skill check dice roll ifhe 
or she does not possesses a relevant specialty, or a -5 bonus if the 
character does possess the relevant specialty. 


Skill Level 5 — Master 

The character has had exhaustive training and practice with the Skill. 
A character is awarded a -5 bonus on the Skill check dice roll ifhe 
or she does not possesses a relevant specialty, or a -6 bonus if the 
character does possess the relevant specialty. 


Skill Level 6 — Grand Master 

The character has unparalleled ability and knowledge with the Skill. 
A character is awarded a -6 bonus on the Skill check dice roll ifhe 
or she does not possesses a relevant specialty, or a -7 bonus if the 
character does possess the relevant specialty. 


CriticAL DAMAGE 


Dice Roll Damage Modifier 


13 Double Damage 
4-5 Triple Damage 
6 Quadruple Damage (or an Instant Kill) 


ADVICE FOR THE GM ATTACK Roit MOopIFICATIONS 


Watch the Tenchi Muyo! series Attack Situation 

Encourage innovative thinking Accurate Attack Ability 

The characters are the main focus Inaccurate Attack Defect 

Make combat fast and exciting Ranged attack on target concealed by trees or brush 
Keep dice rolling to a minimum Ranged attack at target that is taking cover 

Use Character Defects to the benefit of the game Ranged attack from a moving vehicle 

Downplay the abilities of unimportant NPCs Attacking in dim light, smoke, or fog 


Encourage player character interaction Ranged attack at twice normal range 
Keep it fun and focused Ranged attack at five times normal range 
Attacking in pitch darkness or heavy smoke 
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DEGREES OF SUCCESS 
Aa ES SS ET Se Sa ee 
Roll is greater than the target number by 8 or more Critical Failure Dice Rott MopiFicaATions 


Roll is 6 or 7 greater than the target number Extreme Failure Dice Roll Modifier Action Difficulty 
Roll is 4 or 5 greater than the target number Major Failure 3 Trivial, Whee 
- rivial. Why roll dice 


Roll is 2 or 3 greater than the target number Minor Failure fol 
Roll is 1 greater than the target number Marginal Failure 3 Nearly Trivial 
Roll is equal to or 1 less than the target number — Marginal Success Extremely Easy 
Roll is 2 or 3 less than the target number Minor Success Easy 

Roll is 4 or 5 less than the target number Major Success Average Difficulty 
Roll is 6 or 7 less than the target number Extreme Success Slightly Difficult 


Roll is less than the target number by 8 or more _ritical Success Difficult 
Quite Difficult 


Extremely Difficult 
CRASH DAMAGE Outrageously Difficult 
Practically Impossible 
Speed 


20 kph 

ae FALLING DAMAGE 

75 kph Falling Distance Same Damage As 
100 kph 5 metres to 10 metres 30 kph crash 

150 kph 10 metres to 30 metres 50 kph crash 

200 kph 30 metres to 60 metres 100 kph crash 

300 kph 60 metres to 150 metres 150 kph crash 

500 kph 150 metres to 500 metres 200 kph crash 

1,000 kph 500 metres (or greater) 300 kph crash 


Tencu! Muyo! RPG ComBat FLOWCHART 


START 


Determine Initiative Order 


Character Holds Action 


The character can act on any lower 
Initiative number. 


Non-Combat 
Action 


Character Attacks Opponent 


The player must roll less than or 
equal to his or her character's Attack 
Combat Value on 2 dice. Remember to 
include bonuses for any relevant Attack 

Combat Skills. 


Character Attacks Opponent 


The Attack 
Fails 


The Attack 


The player describes the character 
Succeeds 


action to the GM, and forfeits the attack 
for this round. 


The attack does not deliver 
any damage to the opponent. 


The Defense Fails 
or 


The Defense 
Succeeds 


The defending character may attempt 
to block or dodge the attack. The player 
must roll less than or equal to his or her 
character's Defense Combat Value on 2 
dice. Remember to include bonuses for 
any relevant Defense Combat Skills. 


Delivered damage is equal to the 
attacker's Attack Combat Value, plus any 
mecha or personal weapon modifiers. 
Damage may be reduced by armour. 


The Opponent Chooses 
Not to Defend 
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Cast oF Non-PLAYER CHARACTERS 


TENcHI (Now “OLD MAN’’) 


| AYEKA (Now OLD) KAGATO’S SHADE 


LAbDY TOKIMI 


WASHU 


TSUNAMI (ADULT SASAMI) 


Ryo-OnkI! 


KANRYU — CROWN PRINCE OF JURAI 

SAKURA — CROWN PRINCESS OF JURAI 

SPACE VAMPIRES — MASTER AND LESSER VERSIONS 
SHINAI — KANRYU’S SPACESHIP 


Ryo-S0JA — SHADE KAGATO’S SPACESHIP 
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““Wo NEED FOR 
DIMENSIONAL LApres!” 


“No Need for Dimensional Ladies!’ is a two-part scenario for 
the Tenchi Muyo! RPG. The scenarios are directly linked, and 
intended to be run together, but could (with minor work) run 
independently of each other. Additionally, both parts of the 
scenario are written as openly as possible, making it accessible to 
Game Master, no matter what your preferences are. 


While some characters are not suitable for this game, the 
section on Expanding the Scenario offers some direction on how to 
change the adventure so that your players enjoy it, no matter 
which way their tastes run. 


The first part of the scenario, “No Need for Space Vampires!’ 
favours the comedic aspects of the Tenchi Muyo! Series. As the 
action increases, however, serious themes will develop. The 
second part of the scenario, “No Need for Dimensional Ladies!’ is 
darker and highlights the more mature elements of Tenchi: self- 
sacrifice, mortality, and true love. 


No NEED FoR SPACE VAMPIRES! 
GENERAL OVERVIEW 
Setting: Outlines the adventure time-line. 


Story Background: Detailed history and 
overview of the entire adventure. 


Characters: Suggestions on the types of 


characters players should design. 


PART ONE OVERVIEW 
Summary of the first half of the adventure. 


Important NPCs: Information describing the 
important non-player characters. 


Introduction and Start: Background 
information the players need and where the scenario opens. 


Resolution and lead in to Part Two: 
The end of Part One. 


GENERAL OVERVIEW 
SETTING 


The suggested setting for this scenario is after the Tenchi 
Muyo! OAV series. Exactly when can be tailored to your preference, 
but since the scenario involves Lady Tokimi, D3, and the spirit of 
Kagato, it makes sense to begin things once all the dust from the 
events of the OAV series has settled. Ideally, Tenchi should be an 
old man, into his winter years, and the player characters should be 
close to Tenchi’s age during the OAV series. 


Earth 


Still the backwater planet of the Galaxy, it has an unsavoury 
reputation with the Royal Family of Jurai, for when its members 
travel to Earth, they often fail to return. 


Masaki Household 


The “children” of Tenchi live as a large and friendly 
household filled with bickering and horse-play. They either reside 
in the old Masaki house, or a very similar one nearby. 


Masaki Shrine 


Old Man Tenchi is now the Master of the Masaki Shrine, for 
Yosho has left Earth to wander the stars. Tenchi trains the children 
and teaches them the ways of the world. - 


Ryoko’s Cave 


Many years ago Tenchi placed the Master Key back in Ryoko’s 
Cave; this was done to keep it safe and hidden, and out of the 
hands of prying youngsters. He believes that one day it will be 
needed, and hopes to find the right boy or girl who is up to the 
challenge. 


Galaxy Police Moon Station 


A small outpost of the Galaxy Police is located on the far side 
of Earth’s Moon. It holds twenty police officers, and watches over 
this solar system. It also guards a powerful Sub-Space Portal that 
allows for Hyper-Travel across the galaxy. By the time the children 
can visit it, they will find a scene of tragic devastation. 


Planet Jurai 


The world has remained virtually unchanged in all the time 
that has passed. The King of Jurai has groomed two younger 
children, Kanryu and Sakura, as the new Crown Prince and Princess. 


Jurai ships 


These vessels are some of the most powerful devices in the 
galaxy. Individually, they are fearsome warships; as a focused fleet, 
they are virtually unstoppable. First generation trees like Funaho 
are fully sentient beings (A.I. level 4 — 6), while second generation 
trees can be sentient or semi-autonomous (A.I. level 3 — 6). Third 


’ generation trees tend to be somewhat weaker (A.I. level 3 — 5). 


All Jurai trees have personality and character, however,from 
Tsunami’s role of guardian angel, down to a third generation tree 
acting like an intelligent pet. 


SToRY BACKGROUND 


Tenchi and the girls all grew up, a long time ago. Tenchi is an 
old man now, still living with Ryoko and Ayeka, two sisterly 
spinsters; Ryoko has not aged, but stays close to Tenchi at all times, 
worrying and fretting about him as he has grown old. Washu has 
secluded herself in her laboratories, self-isolated and lost in 
complex experiments that no one but she can fathom. 


Mihoshi too is far from home, but stationed in a distant 
corner of the Galaxy. Yosho has passed on, dying peacefully and at 
rest, or he may have finally left Earth (now that Tenchi is an adult) 
to wander the galaxy. Tenchi’s father, Nobuyuki, finally remarried 
and has moved away from the Masaki household, allowing Tenchi 
the responsibility of adulthood. 


Most of the characters have had their own children, and they, 
like Sasami (now grown up into the beautiful Tsunami) and Ryo- 
Ohki, are finally adults in their own right. 


With Tenchi, Jurai’s most powerful warrior, well past his 
prime, an enemy has emerged to pursue his nefarious agenda to 
overthrow the hierarchy of the Galactic Union and all dimensions! 


D3, once Lady Tokimi’s most trusted lieutenant, has decided 
that it is his time to strike. He plans to attack now that Tenchi has 
aged and weakened, and steal the power of Jurai for himself — and 
then use that power to defeat his Mistress and replace her as the 
most powerful being across the dimensions! 


Lady Tokimi, however, is far from being a fool. She suspects 
D3’s ambitions, and plots contingencies to keep him in check. It is 
true that Tenchi and his companions are old and can no longer 
defend the Galactic Union as they did in their youth. Yet their 
children are now grown — and Tokimi plans to test their mettle to 
see if they are cut from the same cloth. The mixing of such blood 
lines should result in even more powerful warriors — such as 
Tsunami — but do they have the courage and morality to stand 
against the dark forces as their parents once did? 


The first part of this scenario involves Lady Tokimi’s 
manipulation of the characters to test and bring out their strengths 
and virtues. She needs them to realize that they are now adults, and 
responsible beings; they must recognize the power in themselves 
and in one another, and work to complement each other to be 
stronger than anyone can ever imagine (the way Tenchi and his 
“family” were). She takes care to cover her tracks, and in fact uses 
Tenchi’s own power against the children. If they can defeat Tenchi’s 
own might, then they can face anything; and if they fail ... Lady 
Tokimi must later face the question of whether her judgement is still 
precise and balanced, or if, perhaps, it is time for her to abdicate. 


While this occurs, D3 plans his movements. D3 does not put 
too much stock in the abilities of the children — he knows they 
have potential, but he is far more concerned with the Royal House 
of Jurai. While Lady Tokimi distracts herself with her “toys,” he 
acts. D3 will send a legion of Space Vampires to ambush and 
capture the Jurai Ship of the Crown Prince. The Space Vampires 
will use their unique powers to spiritually possess the Crown 
Prince and his vessel; this will allow D3 to penetrate the defenses 
of Planet Jurai, and enable the Space Vampire legion to make a 
direct assault against the heart of the Royal Trees. 


D3 can then harness the power of the Jurai Trees for himself, 
creating a battle-fleet of corrupted and possessed Jurai Ships with 
which to strike out at the Galaxy. Taking his new battlefleet, D3 
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will attempt to capture Washu and Tsunami if he can, and destroy 
them if he cannot. Finally, he will turn his newly acquired powers 
against Lady Tokimi herself, in a gamble to take over the rulership 
of all dimensions. 


When D3 moves against Washu and Tsunami, Lady Tokimi - 
ensures that Washu’s shadow (a holographic messenger) at least 
escapes to warn the children They should be able to deflect the 
first attack against Tsunami. By that point they should realize 
something terrible is occurring, and that dire events in the galaxy 
are transpiring. 


CHARACTERS 


The players should play characters who are “children of the 
Tenchi household.” They could be direct children of Tenchi 
and/or any of the various girls. Tenchi could have finally settled 
down with Ayeka, or Ryoko, or Mihoshi. On the other hand, the 
women might have found new husbands. Of course, the children 
could have been created rather than born, like Ryoko, or whatever 
else the players and you can devise. Characters might be friends of 
the family (from Earth, or elsewhere in the Galactic Union), or 
other royalty from Jurai who have ended up on Earth. The 
character choices are quite open, with the exception that they 
should all know each other, and should effectively be part of the 
extended household of Tenchi’s children. 


Additionally, two characters from the series, Tsunami and Ryo- 
Ohki are available. If any player wishes to use them they should 
design a more grown-up version than what the rulebook presents. 


This adventure is written for three to six players, assuming 
the roles of the “next generation” in the Tenchi Universe. They 
should create characters with 55 character points and 20 Skill 
Points (if any players are using Tsunami or Ryo-Ohki as characters, 
they should also be designed at this level). 


NOTE: It is suggested that the characters have a least one 
reasonably-sized mecha amongst them (enough to transport all of 
them around the galaxy, since this will eventually happen). 
Obviously if Ryo-Ohki or Tsunami are taken as characters, this will 
be no problem. If, however, no one has the Attribute of Own a Big 
Mecha, you should make a small ship available to them at the 
beginning of the game. That way they can at least pursue Kagato's 
Shade to the Moon, where they will be given the opportunity to 
gain the aid of Ryo-Soja, who will fulfil all of their mecha needs. 
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PART ONE: 
No NEED FOR 
SPACE VAMPIRES! 


Part ONE OVERVIEW 


The game should start with the PCs at “home,” on Earth, 
probably living in a house near the Masaki shrine (where the 
characters have undoubtedly grown up). Tenchi has replaced 
Yosho as the keeper of the Masaki shrine, and while he is not often 
around, his presence is certainly felt. He should have a warm spot 
in his heart for all the children, even the most unruly ones. He has 
most likely trained many of them in their abilities, and may even 
continue to act as a teacher. 


Ayeka and Ryoko also live at the shrine, helping Tenchi care for 
it. They never married, and have lived together for many years now, 
becoming the best of friends. They still bicker and fight, but in 
truth they love each other dearly; they still love Tenchi too, but 
know that he will never choose anyone to be his wife. Ayeka and 
Ryoko have both barely aged while Tenchi has grown old. 


Ayeka and Ryoko are content since the two of them enjoy 
helping Tenchi teach the children. They are also happy that things 
have calmed down over the years. Yet Ryoko worries and frets that 
Tenchi can no longer take care of himself, and thus acts as his 
bodyguard, maid, valet and personal assistant, whenever she can 
get away with it. He tends to indulge her, but sometimes her 
overprotectiveness drives him crazy; more often than not, one is 
tripping over the other’s feet. 


Washu’s lab is still in the old Masaki house (the characters 
may live in the old homestead or another nearby), but she spends 
almost all her days deep in thought, pondering highly complex 
and tremendously precise calculations. Washu rarely leaves the 
lab, except perhaps when visiting the others once every three or 
four months. While her lab is open and accessible, Washu 
generally locks herself in isolation chambers or inside 
ultrasensitive experiment chambers. 


The children are certainly allowed to use her tools, but unless 
one is a Mechanical Genius, or has high Skill in Electronics or 
Mechanics, her machines are just too complicated to figure out. 


IMPORTANT NPCs 
D3 


An enigmatic figure, D3 will never come into direct conflict 
with the characters. He has enough intelligence and resources to 
gather a tremendously strong battle-fleet; by defeating his forces 
(in Part Two), the characters will essentially defeat D3. He only 
appears as a floating, disembodied, holographic head. 


KAGATO’S SHADE 


Body 5 Mind 8 Soul 5 
Health Points 50 Energy Points 65 
Attack Combat Value 6 Defense Combat Value 4 
Attributes 


Appearance — 1, Highly Skilled — 6, Jurai Power — 4, Mass 
Power — 1, Mechanical Genius — 1 


Jurai Sub-Attributes 


Force Field, extendable — 3 (Stops 60 Damage, Uses Energy), 
Telekinesis — 2, Special Attack: Green Energy Sword - 2 (50 
Damage, Contact, Uses Energy x2), Special Attack: Storm Attack — 
2 (20 Damage, Stun, Short Range), Special Attack: Matter 
Transmutation — 2 (-2 bonus to Mind Stat check, Incapacitating, No 
Damage, Short Range, Uses Energy) 


Unique Jurai Sub-Attribute 
Stolen Strength of Tenchi 


Lighthawk Sword - 4 (80 Damage, Field-Penetrating, No 
Rejuvenation, Contact, Uses Energy x2, Limited Shots x2); 


Unique Jurai Sub-Attribute 
Stolen Combat Skill of Tenchi 


By spending 5 Energy Points, the Shade can fight like Tenchi for one 
round. It gains Combat Mastery - 2, Melee Attack (Sword) — 2, 
Melee Defense — (Sword) — 2, Ranged Defense - (Personal) — 1, 
Unarmed Defense — (Striking) — 1 


Mass Sub-Attributes 

Flight (can hover) — 1, Incorporeal — 1, Rejuvenation — 1 
Defects 

Rejected by Society (2BP), Unique Defect — Spirit of Kagato (2BP) 
Skills 


Biological Sciences - 2, Computers - 2, Cultural Arts - 3, 
Electronics 1, Interrogation — 1, Melee Attack — 1, Melee Defense - 1, 
Mechanics — 1, Physical Science — 1, Ranged Defense - 1 


Lady Tokimi has captured Kagato’s spirit and infused it with 
Tenchi’s power, so that the Shade looks, acts, and believes himself 
to be Kagato reborn. He is fully under Tokimi’s power, but believes 
that his weakened state and fuzzy memories are due to the trauma 
of his defeat by Tenchi, and a slow recovery. 


KANRYU — CROWN PRINCE OF JURAI 


Body 9 Mind 4 Soul 3 
Health Points 60 Energy Points 35 
Attack Combat Value 7 Defense Combat Value 5 
Attributes 


Appearance — 1, Combat Mastery — 2, Jurai Power — 2, Own a Big 
Mecha — 5, Speed -1 


Jurai Sub-Attributes 


Battle Costume - 2 (4 points Hidden Armour), Force Field, 
personal — 2 (Stops 30 Damage, Uses Energy x2 — 10 Energy Points, 
Offensive [delivers 20 Damage]), Special Attack: Energy Lash - 3 
(30 Damage, Drain Soul [3 points of Soul], Field-Penetrating, 
Flexible, Contact, Uses Energy) 


Defects 


Attack Restriction — Will not attack women or children (2 BP), Easily 
Distracted (beautiful women, fights, 2 BP), Item Dependency (ship 
key, transforms into his Energy Lash, 1BP), Unique Defect (very 
competitive, will not back down, 2 BP), Unique Defect (significant 
other: Sakura, will defend and protect, 2 BP), Unskilled (1 BP). 


Skills 


Melee Attack (Energy Lash) — 1, Wilderness Tracking (Forest) — 2, 
Piloting (Spaceship) — 1 


Kanryu is a very tall and powerfully built man. He is quite 
handsome, and could even be charming if he was not so overbearing 
and full of himself. He has short, curly dark hair, and bright purple 
eyes. He dresses in full court apparel, brightly-coloured and highly- 
jewelled. His ship key is a short dark-wooden handle, chased with 
silver, and produces a neon-purple energy lash. 


SHINAI, @ND GENERATION JURAI SHIP 
Body 9 Mind 3 Soul 0 


Mecha Sub-Attributes 


Armour —2, A.I. - 4, Extra Capacity — 5, Extra Endurance — 6, Flight 
(can hover) — 5, Force Field — 5 (Stops 90 Damage, Uses Energy), 
Life Support — 2, Reincarnate — 1, Sensors — 3, Space Flight — 3, Star 
Drive - 3, Toughness — 4, Weapon: Beam Cannon Turrets — 6 (45 
Damage, Area Effect, Auto-Fire, Long Range, Penetrating — Fields, 
Uses Energy), Weapon: Lighthawk Energy Ball - 5 (90 Damage, 
Area-Effect, Long Range, Drop shields, Stoppable, Uses Energy), 
Weapon: Electric-shock field - 4 (60 Damage, Area Effect, Drain 
Body [6 points of Body], Drain Energy [60 Energy Points], Internal, 
No Damage, Short Range) 


Mecha Defects 
Awkward Size (5 MBP), Other Mecha Defects: No Arms, No 
Ground Movement (4 MBP) 

Derived Values 
Armour: 20, Attack Combat Value: 4, Defense Combat Value: 2, 
Health Points: 125 


Kanryu’s Jurai ship, Shinai, is cut from the same cloth as its 
master: brash and loud, with a tremendous air of superiority. 
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Ryo-SoJA 

Body 4 Mind 3 Soul 5 
Health Points 40/140 Energy Points 70 
Attack Combat Value 4 Defense Combat Value 2 
Attributes 


Art of Distraction — 1, Appearance (cute) — 3, Energy Bonus — 3, 
Heightened Senses — 5, Mass Powers — 2, Own a Big Mecha — 2/8 
(see below), Speed — 2 


Mass Sub-Attributes 
Flight (can hover) — 1, Incorporeal Form — 1, Sensors (life forms) - 2 


Defects 
Awkward (1 BP), Servitude (1 BP) 


Skills 


Heavy Weapons (Gunnery) — 4, Navigation (Space) — 3, Piloting 
(Spaceship) — 3, Ranged Defense (Space) — 4 


CRYSTAL SHIP ForRM 
Mecha Sub-Attributes 


Armour — 1, Extra Endurance — 3, Flight, can hover — 5, Life 
Support — 2, Reincarnation — 2, Sensors — 3, Space Flight — 5, 
Summonable (become a Mecha) — 1 


Mecha Defects 


Mutual Damage (2 MBP), Other Mecha Defects: No Arms, No 
Ground Movement, Not So Tough (1 MBP) 


SPaAcE BATTLESHIP Rvo-S0JA Form 
Mecha Sub-Attributes 


Armour — 5, Extra Capacity — 5, Extra Endurance — 6, Flight (can 
hover) — 6, Force Field (Stops 90 Damage, Extendable, Internal), Life 
Support - 2, Reincarnation - 2, Sensors (life forms, scientific, 
incorporeal energies) - 3, Space Flight — 5, Special Equipment 
(laboratory) - 2, Star Drive - 4, Summonable (become a Mecha) - 2, 
Toughness — 5, Weapon: Planet Buster — 8 (135 Damage, Area Effect, 
Long Range, Slow, Static, Needs Master Key), Weapon: Spirit Blaster 
— 7 (90 Damage, Affects Incorporeal, Autofire, Area Affect, Long 
Range, Field-Penetrating, Uses Energy x2, Limited Shots, Inaccurate) 


Mecha Defects 


Awkward Size — (6 MBP), Other Mecha Defects: No Arms, No 
Ground Movement 


N@TE: Until the Master Key and Ryoko’s real gem 
empower Ryo-Soja, he is significantly less powerful. Once Kagato 
employs the Master Key and gem, the cabbit will be able to 
transform into Space Battleship Ryo-Soja. 


Ryo-Soja is a cabbit like Ryo-Ohki, only male and covered with 
soft black fur. He has a rough and tumble manner, but is really a big 
softy. He is extremely loyal and fierce, and will be happy to join the 
characters once Kagato’s Shade is defeated. He is a pet/creation of 
Washu’s (through Tokimi’s influence), designed to be the most 
powerful battle-cabbit in existence. Tokimi took him from Washu’s 
lab for the children’s benefit, knowing that if they proved 
themselves capable of defeating the Shade of Kagato, they would 
still need additional aid against D3 and the Space Vampires. 
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SAKURA — CROWN PRINCESS OF JURAI 


Body 4 Mind 6 Soul 6 
Health Points 50 Energy Points 60 
Attack Combat Value 5 Defense Combat Value 3 


Attributes 


Appearance — 3, Art of Distraction — 2, Divine Relationship — 2, 
Highly Skilled — 2, Jurai Power — 2, Mechanical Genius — 3 


Jurai Sub-Attributes 


Astral Projection - 2, Mind Control (any entity) - 2, Mind Shield - 2, 
Telekinesis — 3 


Defects 


Easily Distracted (by men from Earth, 1 BP), Guy Magnet (1 BP), 
Latent Jurai Power (Astral Projection, Telekinesis, 1 BP) 


Skills 


Computers (A.I.) - 3, Navigation (Space) — 2, Social Sciences 
(Politics) — 1, Unarmed Defense (Blocking) - 1 


Sakura is of medium height, and very beautiful. Her long, 
violet hair is usually tied in a simple braid, and hangs down to her 
waist. Her eyes are vibrant blue, but often looked scared or 
frightened. Sakura is very jumpy, and quick to misinterpret 
everything around her as either a slight, or as sexual flirtation and 
innuendo. This makes her seem cold and distant, although she 
can be quite nice and caring once she has warmed up to someone. 


“O vp MAN” TENCHI 

Body 3 Mind 5 Soul 11 
Health Points 70 Energy Points 110 
Attack Combat Value 6 Defense Combat Value 4 


Attributes 


Divine Relationship — 3, Energy Bonus — 3, Highly Skilled — 3, Item 
of Power (Master Key) — 3, Jurai Power — 5 


Jurai Sub-Attributes 


Force Field, extendable — 4 (Stops 75, Uses Energy), Special Attack: 
Energy Sword — 5 (70 Damage, Field-Penetrating, Contact, Uses 
Energy) 


Defects 


Item Dependency (Master Key 1BP), Weakened Jurai Power (2BP), 
Unique Defect, Extremely Old — loss of powers and skills (2BP) 


Skills 


Acrobatics (Balance, Bending) - 2, Gardening (Vegetable, 
Ornamental) — 5, Melee Attack (Sword) — 2, Melee Defense 
(Sword) — 2, Sleight of hand (Pick Pocketing) — 3, Stealth (Silent 
Movement) — 3, Unarmed Defense (Striking) — 2 


Tenchi is now an old man, frail and white-haired. He is still 
sweet and polite, though he has gained considerable wisdom and 
knowledge. He feels very fatherly to all the characters, and will do 
his best to teach them properly. 
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SPAcE VAMPIRES, MASTER 


Body 0 Mind 8 Soul 8 
Health Points 40 Energy Points 100 
Attack Combat Value 5 Defense Combat Value 3 
Attributes 


Appearance — 5, Art of Distraction - 3 (includes Appearance 
bonus), Energy Bonus — 2, Heightened Mass Power — 2, Heightened 
Senses — 1, Mass Power — 4, Speed - 4 


Unique Attribute: Ilusionary Disguise 
Similar to the Jurai power (at Level 2), but acquired through 
Vampiric powers. 

Mass Sub-Attributes 


Astral Projection — 6, Flight (hover) - 3, Incorporeal - 1, Life 
Support — 2, Rejuvenate (energy) — 4, Sensors (life forms) — 1, Space 
Flying — 2, Special Attack: Freezing Flames of Pain and Anguish — 3 
(30 Damage, Drain Soul [3 points of Soul], Armour-Penetrating, 
Field-Penetrating, Contact, Toxic), Super Strength - 2 


Unique Attribute: Vampiric Possession 


Similar to Mind Control Level 3 but useable on all beings, only 
by Contact — although no Attack roll is required. Only one host 
may be dominated at a time. 


Defects 


Easily Distracted (by prey when hungry, 1BP), Marked (Vampire, 
1 BP), Unskilled (2BP), Unique Defect (feeds on host, host loses 10 
Energy Points/day, Incurable — until Vampire is forced out of host, 
2 BP) 


NOTE: A Space Vampire's normal form is an incorporeal, 
intangible state; they must burn energy points to temporarily 
create a corporeal form (as Incorporeal Level 1) 


To possess a victim, the Space Vampire uses the Vampiric 
Possession Sub-Attribute; the Vampire must roll a successful Mind 
Stat check to attempt the possession. If successful, the target may 
make one defensive roll against the average of his or her Mind and 
Soul. If the target makes the defensive roll, the Possession is 
avoided. When a Space Vampire does succeed in possessing a 
victim, the host is controlled until the Vampire is knocked 
unconscious or killed. This control is so powerful that even 
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aggressive actions are done without question; if, however, the 
Vampire forces the host to do something that is completely against 
his or her nature (disregarding a code of honour, or Defect, etc.; 
effectively a level 4 Mind Control), the Vampire must make a Mind 
Stat check at a +2 penalty. If control is broken, the Vampire is 
forced out of the host until it can repossess that person again. 


When a Master Vampire possesses a victim, all the host's 
Attributes and Skills remain untouched including his or her Body 
Stat. The Mind and Soul Stats become those of the Vampire's (who 
also has full use of all of his or her own Attributes, as well as those 
of the victim). The host looks “normal,” though they usually take 
on a fevered look, appearing more attractive and energized while 
the Vampire consumes them from inside. Any damage done to the 
Vampire’s Mind or Soul effects the Vampire, not the host; if the 
Vampire is ever reduced to 0 Mind or Soul, it is destroyed. 


Master Space Vampires are ghostly creatures of extreme 
beauty; they normally appear as they did in life, though they 
shimmer with an unearthly radiance and a wonderful lustre. They 
have partial memories of who and what they were before their 
deaths, but they invariably absorb stolen memories from their 
victims, thus becoming a tapestry of all the souls they have feasted 
upon. They are fully sentient, possessing a high degree of 
intelligence, and can occasionally be bargained with. 


Their powers all have a distinctive aura of glittering white 
flames and sparks. This aura surrounds their astral forms, 
manifesting when they use their Freezing Flame attack, and 
sometimes taints an area like a psychic stain. 


SPAcE VAMPIRES, LESSER 


Body 0 Mind 6 Soul 6 
Health Points 30 Energy Points 70 
Attack Combat Value 4 Defense Combat Value 2 
Attributes 


Appearance — 4, Art of Distraction —- 2 (includes Appearance 
bonus), Energy Bonus — 1, Heightened Mass Power — 1, Heightened 
Senses — 1, Mass Power — 4, Speed — 3 


Unique Attribute: Vampiric Possession 


Similar to Mind Control Level 2 but useable on all beings, only 
by Contact — although no Attack roll is required. Only one host 
may be dominated at a time. 


Mass Sub-Attributes 


Astral Projection — 6, Flight (hover) - 3, Incorporeal — 1, Life 
Support — 2, Mind Control (all beings) - 2, Sensors — 1, Space 
Flying — 2, Super Strength — 1 


Defects 


Easily Distracted (by prey when hungry, 1BP), Marked (Vampire, 1 
BP), Unskilled (2BP), Unique Defect (feeds on host, loses 10 Energy 
Points/day, Incurable — until Vampire is forced out of host, 2 BP) 


Lesser Space Vampires, like their Master Space Vampires, 
resemble the forms they held in life. Since their souls are not as 
powerful, however, they have less sense of identity. Quite often 
their minifestations lose coherency and they appear as witchfire or 
ghostly, sparkling mist (still beautiful, but not a human form). 


Lesser Vampires flock around Master Vampires for direction and 
focus. While still intelligent, they have far fewer memories, and 
more likely to act on primal instincts and intuition (centred on 
hunger). 


While they do not possess the same fiery attack, they still 
have the aura of white flames which manifest with their powers, 
and leave the same sort of energy trails as the Master Vampires. 


N@OTE: A Lesser Vampire's possession works the same way 
as the Master Vampire, in what rolls are required, the ability to 
resist, the replacement of Attributes, appearance of the host, etc. 
Their Vampiric Possession power is weaker, however, more like 
Mind Control Level 2 (i.e., they cannot make the host initiate 
aggressive actions without a Stat check). Also, whenever the 
Lesser Vampire is attacked directly — such as by a Spirit Blaster, or 
a Mind/Soul attack, the host can make a new resist roll to try to 
force the Lesser Vampire out. 


LAby TOKIMI 


Lady Tokimi will never be physically involved in the 
adventure. She has a definite presence, and orchestrates much of 
what occurs; while the players may even see or speak with her, they 
will never be able to directly challenge her. She is simply too 
powerful, too abstract and too ephemeral a being to need Stats or 
Attributes. In essence she cannot be attacked directly, and has 
access to whatever powers she needs at any time. 


WASHU’S SHADOW 


A fully sentient hologram, with just enough energy to find the 
characters and tell them that Washu is under siege. The shadow 
can answer questions to the best of its abilities; it knew whatever 
Washu knew before it was sent away. It cannot be ee Loan 
harmed, however, and will soon dissipate. 
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INTRODUCTION AND START 


Tenchi tells the children that the Crown Prince and Princess 
of Jurai are coming to visit, and that they must prepare to receive 
them. Although the Royal House of Jurai claims this is only a 
ceremonial tour, the Major-domo accompanying the Prince and 
Princess plans to examine the children as potential candidates for 
matrimony into the Royal House. The King of Jurai is old, and 
wishes to ensure his son and daughter (Kanryu and Sakura) marry 
before he passes on. 


1. ARRIVAL OF JuURAI! 


The game should start with the player characters aware that 
the Royal House of Jurai is supposedly arriving that day. Tenchi, 
Ayeka and Ryoko will make the children clean the place up and 
give them grief when they are not working fast or hard enough. 


The GM should take a little bit of time with the chores, 
allowing the characters to get to know one another. Errands that 
need to be accomplished: 


¢ Cleaning of the Onsen (baths) 

e Tending the garden and bringing back fruits & vegetables 
¢ Preparing food for lunch 

¢ Training 

¢ Sweeping, dusting & polishing the shrine 


The Royal House of Jurai arrives in Kanryu’s Jurai ship, 
Shinai. Accompanying Kanryu are several fawning sycophants 
from wealthy lesser houses, and two young and beautiful servants, 
Nene and her twin brother, Ayan. Sakura travels unaccompanied 
by any personal servants. Major-domo Hachiko is in command of 
a handful of servants, as needed, but has no personal retainers. 


Kanryu is rather disdainful of everything about Earth, although 
especially beautiful women do capture his attention (he takes special 
note of Tsunami, if present, and anyone equally attractive). 


Kanryu’s attempts to be suave and impressive come across as 
stuffy and lecherous. He knows of the marriage proposal, evaluating 
every woman he meets as a potential candidate, and wants to know 
how intelligent, domestic, and attractive they all are. 


Sakura is just the opposite; she is awed, and intimidated by 
virtually everything she sees. All she knows about Earth is that it 
is where the King’s first wife came from, and that many nobles of 
Jurai have been lost to this mysterious planet. She suspects that 
her father is attempting to marry her off, and worries that every 
man is hitting on her. She should be played as timid (not 
necessarily quiet, but jumpy), and she reads innuendo and 
improriety into everything anyone says to her (doubly so if the 
speaker is a man). If there is a way to twist words in a manner that 
would give offense, she does so. 


Major-domo Hachiko is a trusted servant to the Royal House. 
He looks out for the best interests of the Prince and Princess, and 
tries to ensure they do not get into too much trouble. He expects 
barbarism on Earth, but also counts on a level of formality and 
custom to be met, nonetheless. The PCs can either impress him, 
or offend him, based on how they compose themselves. 


The visitors from Jurai have not planned a long visit; in fact 
they intend to be there only through the afternoon. If time allows, 
and the players are enjoying interacting both with each other and 
with the members of the Jurai party, you can extend the scene 
through dinner, and even well into the night. Conversely if the PCs 
do not have enough to do, then you can easily shorten the scene. 
What is important is that the PCs meet Kanryu and Sakura. 
Possible events you can use are: 


¢ Kanryu scoffs at everything. If he is not scoffing he is 
hitting on women, and if he is not deriding matters or 
being a lech, he is generally looking for a fight. 


e Sakura is desperately trying to take everything in, like a 
tourist's first time in the Big City. 


e Major-domo Hachiko will inspect everything and 
everyone overtly, trying to determine their suitability as 
marriage candidates, trying to keep his charges out of 
trouble, and trying to find fault with this alternative life- 
style choice. 


e Ayeka and Ryoko take to the possibility of marrying the 
children off, and try grooming them and showcasing their 
talents (making the kids jump through hoops and show-off 
their skills). 


¢ Tenchi is quiet and withdrawn, watching with little 
comment. 


e Shinai has “attitude” (similar to Kanryu’s) and attempts to 
compete with Ryo-Ohki, or any other Mecha/ship. 


¢ Prophetic visions or dreams of the dangers to come. 


e Vampiric possession — see below. 


2. First Movement 


D3 has been watching Kanryu very closely, and has sent his 
Space Vampires to follow Shinai. At a convenient point (in the 
game) for Kanryu’s departure from Earth, a Master Space Vampire 
will attempt to seduce Kanryu. It is very important that this 
occurs for the next stage of the story. Therefore this is one 
example of how the seduction/possession of Kanryu can occur. 


e Sometime during the day, a Master Vampire and two 
Lesser Vampires will fly down to Earth. At a point when 
everyone is distracted (by a contest between Shinai and a 
Ryo-Ohki, or a challenge between Kanryu and a tough 
character, or ...) the Lesser Vampires will draw the twins, 
Nene and Ayan, away from the group, and possess them. 


e The Master Vampire will choose a disguise to seduce 
Kanryu. The Vampire will take the form of the person that 
Kanryu is most attracted to (or, for fun, the person that 
most dislikes Kanryu) and study the character from 
behind a window or mirror; the character's reflection 
could begin doing strange movements, checking the image 
out, and then fly away! 


e Shortly thereafter, when things have settled down 
somewhat, the now-possessed twins will remind Kanryu 
that he is to “call home” (the Vampires learned this by 
eavesdropping on the Major-domo, or by absorbing the 
twins’ memories). Kanryu is somewhat embarrassed by 
this, but knows the King wants a report of their journey 
and first impressions of the children. Kanryu will head off, 
alone, to Shinai. 


e As Kanryu heads back to his ship, the Master Vampire will 
appear wearing the illusionary disguise; the Vampire will 
bat her eyelashes at Kanryu, and will ask him to join her 
for a moment alone. 


e The Vampiric twins will provide whatever cover is needed 
to give the Master Vampire time alone with Kanryu. If 
anyone tries to follow Kanryu they will intercept them, and 
can by varying degrees be polite, seductive, or vicious, to 
draw any other characters away from Kanryu. 
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¢ Ifthe Vampiric twins take one or two characters aside, they 
may succumb to their hunger and become fanged and 
dangerous. You should be careful not to spoil the nature of 
the Vampires, but revealing a hidden danger will certainly 
alert characters to the need for caution. 


¢ As soon as they are alone, the Master Vampire will use her 
Mind Control ability to dominate Kanryu; a particularly 
nosy character might see the Vampire all over Kanryu, 
whispering softly to him. If you want to increase the 
characters’ level of paranoia and suspicion, he or she could 
see the disguised Vampire in one place with Kanryu, and 
the real woman somewhere else. If a character interrupts 
the scene, Kanryu will rudely suggest the character leaves 
(he might be willing to challenge the offending character 
to a duel, but the Vampire knows her time is short, and 
encourages Kanryu to walk away with her). 


¢ Ifthe Vampire had possessed Kanryu before he returned to 
Shinai, his ship would have sensed the change in its 
master, and known something was wrong. This way, the 
Vampires can be invited into the ship, at which point they 
can take over the crew and the ship itself! 


¢ Tokimi knows that if they challenge the Master Vampire 
now they will bring all of D3’s legions down upon them; 
not only will they most likely be wiped out (since they are 
not prepared for the scale of D3’s forces), but she will have 
revealed her awareness of D3’s movements, giving him the 
chance to change his plans and possibly strike from a 
direction she cannot predict. Therefore she grudgingly 
provides the distraction that D3 needs for his Master 
Vampire to board Shinai. 
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3. FALL oF TENCHI 


While the Vampires are slinking around Kanryu and the 
children, Lady Tokimi acts. She visits Tenchi in the shrine and 
speaks to him of the children. He tells her they are good, kind and 
strong (even though they might be awful people, he still believes in 
them), and are up to any challenge that Fate decides they must face. 
He hopes they have an easier life than he had, however. Tokimi tells 
him that that cannot happen, and that they must prove themselves. 
She apologizes for what she has to do, and then gives hima light kiss 
— drawing the spirit from him, and sending him into a coma. She 
will take Tenchi’s spiritual energies and fashion it into an image of 
Kagato — as though Kagato has returned from the dead! 


Any character nearby might hear part of this conversation 
(requires a Soul Stat check with a +2 penalty; see below), and 
could hear Tenchi slumping to the ground (Body Stat check). 
Tenchi is in a deep coma, on the edge of death. Nothing the PCs 
do can revive Tenchi, but they might learn some or all of the 
following information: 


e 


Characters can overhear Tokimi and Tenchi talking (or it 
could be seen in a dream, before or after this), although the 
words should be indistinct; they might catch some of 
Tenchi’s words, but Tokimi sounds like a woman singing 
liquid, wordless music. The characters should not actually 
witness the encounter; however, shadowy figures and 
partial shapes are visible. 


e 


Any characters with Precognition, Nightmares, or high 
Soul can have a vision of what happened to Tenchi. 


e 


A character could see Tenchi’s spirit fly off (it should 
appear spirit or ghost-like). 


e 


A character could have a vision of Tenchi’s shadow flying 
to the Moon while other demons fly away from the Moon, 
to Earth and beyond. In this dream, if they chase the 
shadow first, they pass through fire and are rewarded by 
gaining a part of Tenchi’s strength and a sense of 
connection with the universe; but if they chase the demons 
first, the fires consume them completely. 


Immediately after one of the children finds Tenchi, Ryoko 
and Ayeka will burst on the scene in a panic. While they 
cradle Tenchi, however, Lady Tokimi will suddenly 
intervene and paralyze them. This fight is the children’s, 
and Tokimi does not want the women to interfere. 


4. Crises Upon CRISES 


While the characters are caught between the Vampiric twins, 
Ryoko and Ayeka’s paralysis, Kanryu’s behaviour, and everything 
else, Lady Tokimi sends a Shade of Kagato to Earth (made from 
Tenchi’s spirit). Anyone outside and near Ryoko’s cave might see 
(Body Stat check) a large, man-sized crystal meteor streak through 
the sky to crash down near the cave. (allow a Mind Stat check for 
those who do not see it, to allow them to determine where the 
explosion came from). A moment later there is a subsequent 
explosion and a shower of rock and dust. 


Tenchi had placed the Master Key back into Ryoko’s cave 
many years ago, and sealed it up. He thought he was done with 
the Key, and wanted it safe and away from the hands of little 
children. He knew it might be needed someday, and was waiting 
for a child to prove him or herself worthy of such a duty. Lady 
Tokimi has Kagato’s Shade uncover it, blasting the cave apart in 
the process. Any characters near the cave or the shrine will see the 
flash and the dust; Kagato then emerges from the forest holding 
the Master Key. He shouts curses and insults anyone he sees, 
mocking Tenchi. “I have returned boy; and how have you fared in 
all this time? Are you old and withered? Where are you hiding, 
boy? Come out and fight me!” 


Anyone with Ryoko and Ayeka will see, at about this time, a 
small black-furred cabbit appear. The first thing it does is hop on 
Ryoko’s frozen form, and gnaws at the gem on her right wrist. Any 
nearby characters can attempt to stop him — and should feel like 
they have a chance — but in the end the cabbit must eat the gem, 
and then scamper away, only to reappear by Kagato a moment later. 


Kagato does not wish to fight the characters here. He hurls a 
Storm Attack, to buy time if he needs it, but plans to retreat for the 
moment. While the characters formulate a response, the black- 
furred cabbit, Ryo-Soja, jumps on Kagato’s shoulder. Kagato then 
speaks with the characters for a moment, threatening them with: “I 
will return soon to destroy your home!” Ryo-Soja turns into a small 
mecha (his crystal form), allows Kagato inside, and then flies off. 


Amidst all of this chaos, the Master Vampire will have forced 
Kanryu to collect his entourage and gathered everyone aboard 
Shinai. As soon as is most convenient (for the Master Vampire and 
for the game), the Vampire will possess Kanryu, and by extension 
Shinai, and then blast off. The best timing for this is probably 
when the children are facing Kagato — they will just see Shinai fly 
off in the distance 


Tokimi's servant, Kagato’s Shade, has provided a diversion, 
allowing D3’s forces to vanish unquestioned. 


The PCs must now decide what to do, but they now have an 
obvious target and trail to follow (and should have a mecha, either 
their own, Ryo-Ohki, or an available one to use). 


e If the PCs chase Kagato they can follow his trail easily, 
since Ryo-Soja gives off a distinctive energy signature. 
Otherwise, they can follow the energies of Ryoko’s gem, or 
the Master Key 


If she must, Lady Tokimi could intervene so that if the 
characters wander off course, they find Kagato again. Her 
creation, Kagato’s Shade, leaves a clear trail for them to 
follow because she wants them to find it. 


¢ While they may wish to search for Kanryu, you should 
remind characters through visions, nightmares, 
precognition, etc. that Kagato is extremely powerful; 
visions where Kagato loses only when all the characters 
are present may help keep the party together. Also, 
Kanryu’s new trail is much harder to find than Kagato’s — 
and Lady Tokimi could even wipe it out of existence. If you 
prefer, Kanryu’s trail could dead end at the distinctive 
signature of a Sub-Space warp gate; after the Vampires 
possessed Shinai, D3’s battleship arrived and warped 
them all to Jurai. 


The characters may think that Kanryu or his entourage had 
something to do with Tenchi’s condition. Lady Tokimi knows that 
if they chase after Kanryu immediately, however, they will 
encounter not only Shinai, but also D3’s battleship and his legion 
of Space Vampires. The characters would lose such an encounter, 
hence Lady Tokimi plans to test their strengths, and reward them 
with a weapon to help in their upcoming battle. 


5. DARK FINDINGS 


Ryo-Soja and Kagato’s Shade leave an obvious trail; the 
characters can track Ryo-Soja’s energy signal across space. Ryo- 
Soja is leading them back across the path of destruction that D3’s 
Space Vampires have wrought. By the time they catch up with 
Kagato’s Shade, they should realize that there are more forces at 
work here. Kagato’s path guides them backwards from where the 
Space Vampires entered the solar system. 


Obviously, until Ryo-Soja is completely powered up (which 
occurs when Kagato fully infuses the cabbit with the power of the 
Master Key), they cannot outrun serious pursuit. Ryo-Soja should 
be fast enough to get to the other side of the Moon, where the 
Galaxy Police Moon Station is located; Kagato and Ryo-Soja will 
then venture deep into the sub-levels of the station. The PCs might 
notice that the trail of destruction leads away from the Moon — 
this was the path that the Space Vampires took to get to Earth — 
but they should be reminded that Ryo-Soja has the Master Key and 
Ryoko’s gem, and is heading towards the Moon. 


The following list details what the PCs encounter if they 
follow Ryo-Soja’s trail closely: 


¢ Earth’s orbit: Wreckage of satellites; D3’s forces 
destroyed any nearby satellites to keep prying eyes from 
seeing Shinai’s possession. If you wish to give the 
characters an early clue, when the satellites are destroyed 
TV and radio signals go dead, etc. Ryo-Soja flies through 
the debris of at least 3 satellites. 


If the characters take the time to examine any of the 
wreckage, or have precise sensors, they may also find the 
body of Major-domo Hachiko floating through space. 
When Kanryu opened Shinai’s shields for the legion of 
Space Vampires to enter, the Major-domo tried fighting 
back. Kanryu killed him, and dumped his body into space. 
Close inspection of Hachiko reveals that he was killed as 
though strangled by an energy-whip (burn marks upon the 
throat), and that the body also suffered from intense 
desiccation (the body’s fluids were sucked out, though 
there are no other wounds). 
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¢ Moon Shuttle: While a Russo-American Scientific 
Expedition made its way towards the Moon, it 
encountered the Space Vampires en route to Earth. The 
fiends tore the shuttle apart, as if from the inside, and left 
the completely drained bodies of the crew floating through 
space (the Space Vampires feasted on them while they 
were waiting for the Master Vampire to possess Kanryu). 


Galaxy Police Moon Station: The small 
and local outpost of the Galaxy Police guards a Sub-Space 
portal, making travel across the galaxy far faster and more 
comfortable. Unfortunately, it was also the easiest way for 
D3 to get his Space Vampires to within striking distance of 
Earth. D3’s forces tore through this base, to ensure no 
warning would get out before he was ready to strike. The 
Moon Station has been savaged, and its 20 crew all killed 
—withered from the inside, like the Space Vampires’ other 
victims. If the PCs investigate, they should find: 


¢ Dead men behind completely barricaded doors (the 
incorporeal Space Vampires floated through the walls). 


Partial video-footage from the station’s surveillance 
system, showing an alien battleship emerging from the 
Sub-Space portal, and blasting the communications 
arrays. Meanwhile, a legion of Space Vampires fly from 
the ship, through the station’s defenses and walls, 
penetrating the heart of the base. There should be 
images of the Vampires remaining unaffected by the 
weapons of the Galaxy Police, and perhaps even 
evidence of a Vampire possessing and draining a victim 
captured on film. 


6. Moon Station LABoraATORY #5 


Kagato's Shade took Ryo-Soja into the heart of the Galaxy Police 
Moon Station, to an underground laboratory and research station. 
The PCs can follow Ryo-Soja’s trail fairly easily (and any sensors will 
detect enormous power readings as soon as Kagato’s Shade begins 
energizing Ryo-Soja), but they should also see the death and 
destruction left in the wake of the Space Vampires. Additionally, 
finding the location of Kagato and Ryo-Soja is fairly easy; getting to 
them is another matter. When the characters enter the Moon 
Station, Kagato detects them, though he ignores them for a few 
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minutes while he sets up Ryo-Soja’s rejuvenation process. Once that 
is complete, he turns his attention to these troublesome children... 


You should feel free to make the characters’ attempts to reach 
Kagato and Ryo-Soja as easy or as difficult as you would like. This 
part of the adventure should be about building teamwork and co- 
operation amongst the characters. If they all separate, and try to 
find their own glory, they should run into increasingly difficult 
obstacles until they realize they must work together to defeat their 
opponent. On the other hand, if they all separate, but with a 
common goal in mind, you should take that into consideration and 
go easier on them; you might present them with challenges that 
force them to rethink their strategy, but teamwork should always 
win against Kagato. Conversely, even if they travel in a pack but still 
work completely alone, the fights against Kagato should be much 
harder for them. Tokimi knows that D3 and the Space Vampires are 
going to be more of a serious threat, thus if they cannot work in 
unison here, there is little chance for them in the future. 


Challenges the PCs might face while they search for Kagato: 


e Combat loners may face Kagato directly. He attempts to 
turn them to stone with his Matter Transmutation ability, 
whereupon he will probably strip them of any weapons or 
armour of value (this would be a strong “object lesson” 
that Lady Tokimi would use to teach them). Then again, 
Kagato can strike at them with the Lighthawk sword (one 
of Tenchi’s powers) if they prove difficult to deal with. 


If a character seems reluctant to help the others, or is a 
“black sheep” of the family, Kagato speaks to them 
privately (either when he can reach that character alone, or 
via Mind Control). He will try and turn that character 
against his or her allies, offering great power and rewards; 
Lady Tokimi does this to push their weaknesses, and to see 
if they are strong enough to resist or fall to temptation. If 
they join Kagato, you may wish to set things up to allow 
them a later chance at redemption. 


Kagato forcibly directs sensitive characters through 
sections of the station where the Space Vampires ran 
rampant, so as to expose them to gruesome scenes of 
carnage, death and pain. He can appear and disappear, 
leading them through those sections, or even destroy the 
ground and walls around them to reveal the devastation. 


They should realize that Kagato does not cause this 
kind of damage (you can overtly describe Kagato’s energies 
as greenish — seen when they fought him earlier — and 
reminiscent of Tenchi’s; while the Vampires use brute 
strength and incorporeal attacks — they use no energy 
strikes). If Tsunami or Ryo-Ohki are present, they may 
recognize the difference in “styles;” other characters may 
have heard stories from their parents (which helps explain 
player knowledge of Kagato from the series). 


Kagato's Shade eventually throws everything he has at the 
characters — all of his powers, all of Tenchi’s abilities, 
everything up to and including the kitchen sink. This 
should be played in such a way that if the characters act 
alone, they will be completely overwhelmed. If, however, 
they work as a team, they should be able to overcome him 
(though it will be a fight every step of the way). Working 
together does not necessarily mean everyone attacking at 
the same time. Any complex tactics and strategies should 
give the characters a better edge; at the same time, 
everyone in the same room does not mean they are 
working as a team. Kagato can certainly manoeuvre so 
that a character's careless actions will work against his or 
her compatriots. 


7. FINDING KAGATO AND Ryo-SoJaA! 


The PCs should be able to track Kagato’s Shade to the 
underground laboratory; there they will find he has begun 
rejuvenating Ryo-Soja. Kagato’s Shade has placed the Master Key 
in the centre of the chamber, and the cabbit sits on a small platform 
just above it. There are giant turbine-generators here, along with 
banks of plasma energy for Ryo-Soja to draw upon. There is no way 
to stop Kagato other than to best him in combat, but they only have 
to face him, since Ryo-Soja will not intervene. Ryo-Soja only uses 
his force field to keep the characters away from himself — and it 
should be sufficiently strong to give him enough time to consume 
the Master Key. Focusing on Ryo-Soja will generally leave the 
characters open to attacks from Kagato's Shade. The same advice 
applies here as above; the characters should work together to 
conquer Kagato. Working alone will only result in defeat. 


While the characters may blame the Space Vampire swath of 
destruction on Kagato, there is no evidence that he is responsible 
for any of it; none of the footage shows him or Ryo-Soja, and there 
are no traces of his powerful energies anywhere except in the 
underground laboratory. 


Kagato came here because there are plenty of resources for 
Ryo-Soja to rebuild himself, and because they are very close to the 
Sub-Space portal. From here, they can travel quickly across the 
galaxy (though Lady Tokimi created the Shade who subconsciously 
follows her directives, believing he is free-willed; if the characters 
lose, Lady Tokimi will simply dissolve Kagato’s Shade). 


Kagato’s Shade denies that he did any damage here if 
questioned, but he did know it was destroyed (he discovered it on 
his way to Earth) and would thus make a good base for repairs. If 
asked, he claims to know little about the forces that did this, but he 
does know that they “came from beyond the Sub-Space portal, and 
carry a darkness deep within their blood.” 


RESOLUTION AND LEAD IN TO PART 
Two — THE END OF Part ONE 


DEFEATING KAGATO 


When the characters defeat Kagato’s Shade, his form should 
melt away, leaving only the ghostly spirit of Tenchi. He smiles 
wanly at them, and says no more than: “You have done well my 
children; but be brave, for the worst is yet to come.” He reaches for 
Ryo-Soja, who drops his force field, and places the cabbit near his 
favourite child (or the child who needs the advantage the most). 
The spirit then vanishes (anyone with high Soul or Precognition 
can sense that Tenchi is “cured”). 


Ryo-SoJA 


This little cabbit has been completely inoffensive since it took 
Ryoko’s gem. He should have been able to completely absorb 
Ryoko’s gem and the Master Key, and is now fully rejuvenated and 
able to transform into the Space Battleship Ryo-Soja. If, however, 
the characters somehow interrupted the process, they should at 
least have a glimpse of Ryo-Soja’s potential, and can empower him 
at a later time. Ryo-Soja bonds with whomever Tenchi’s Spirit has 
placed him with, and will do whatever he can to help out in the 
ensuing battles. Assuming he devoured Ryoko’s gem and the 
Master Key, you may consider these items inaccessible until Ryo- 
Soja is destroyed, or somehow forced to “power-down,” in which 
case the items may once again be attainable. If you wish, Tenchi’s 
spirit (as owner of the Master Key) or Ryo-Soja’s “master” could 
order the cabbit to give back the items, as needed, but the “power- 
up’ process should certainly be time consuming. 


NOTE: If Ryo-Ohki is in the party, or a player character has 
invested many points into a similar mecha, Ryo-Soja can meld with 
that particular character/mecha. They should gain the following 
Mecha Defects to balance out the following new Attributes: 


Add: Weapon: Spirit Blaster - 7 (90 Damage, Affects 
Incorporeal, Autofire, Area Affect, Long Range, Field-Penetrating, 
Uses Energy, Limited Shots, Inaccurate) 


Defects: Item Dependency (needs Master Key and 
Ryoko’s gem to function). 
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WaASsHU’s SHADOW 


While the characters try to digest what just occurred, another 
ethereal visitor finds them. A spectral vision of Washu appears 
looking concerned and worried. D3, in his hopes to use Washu as 
a weapon, has just attempted to kidnap her. Washu managed to 
erect a Super Force Field around the Earth to keep D3 out and to 
protect herself and the “family.” 


Washu is afraid to open the Force Field before she fully knows 
what is going on, and believes the attacking ships are still nearby. 
Washu recognizes them as Jurai ships — this, of course, surprises 
and frightens her — and she tells the children to be careful. If 
Tsunami is with the characters, Washu tells her to be especially 
careful; she has had a premonition that whatever forces are after 
her may also be after Tsunami. 


Washu also tells them: 


e She does not know what happened with Tenchi. Last she 
knew, he was still in stable condition (his spirit has 
returned, and he will slowly awaken). 


She could ask them if there is any evidence that Kagato was 
behind all of this (he is not, but it might point them in the 
right direction). 


She might suggest they travel to Jurai to see what is 
occurring there, and why so many Jurai ships attacked her! 


She will probably recognize Ryo-Soja, as one of her missing 
creations/pets, but other than making a vague comment 
or two she will not reveal more (the Shadow’s knowledge is 
limited). 


Unfortunately, since this is just her shadow, the characters 
are not talking to the real Washu. They cannot reach the 
real Washu because she is inside the Super Force Field, and 
will not deactivate it until she is sure that the threat is over. 
Currently, the shadow tells them, Washu plans to keep the 
Super Force Field up indefinitely. 


Washu’s Super Force Field Generator 


Counts as 6 Major Items of Personal Gear. Surrounds Earth, 
and blocks every possible access to her Dimensional Portal. 


Extra Endurance — 6, Force Field, extendable — 11 (Stops 165 
Damage, Blocks Incorporeal, Blocks Teleport, Static, Both 
Directions) 


Awkward Size (4 MBP), Other Mecha Defects: No Arms, No 
Ground Movement, Not So Tough (2 MBP), Reduced Capacity (2 
MBP), Weak Point (2 MBP) 
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“Wo NEED FOR 
DIMENSIONAL LApres!” 
(PART Two) 


ParRT Two OVERVIEW 


Summary of the second half of the adventure. 
Setting: Greater detail about key areas. 


Important NPCs: Information describing the 
important non-player characters. 


Start of Part Two: Where the scenario opens. 


What Happens Next: Key plot points. 


Resolution and Campaign Expansion: 
The End of Part Two. 


ParRT Two OVERVIEW 


Having stolen the Kingdom of Jurai’s greatest weapons, D3 is 
quickly consolidating his forces to spearhead an attack against 
Lady Tokimi! The children of Tenchi should have realized that 
there are dire forces operating in the galaxy, and that they must 
quickly catch-up to save themselves, their friends and loved ones. 
Their journey will lead them across the galaxy as they discover the 
depths to which D3 has sunk to accomplish his coup d'etat. The 
adventure will test their mettle, and may break them against the 
rising tides of war. 


The children will have tremendous freedom in the path they 
now take. Jurai, Earth, and the farthest reaches of the galaxy will 
all reveal clues as to what lies ahead, but D3’s forces will not be 
static. They will continually move, preparing for the final assault 
against Lady Tokimi. D3’s last action in this galaxy is to try and 
remove Lady Tokimi’s “sisters,” Washu and Tsunami, from the 
playing field. While D3 never understood the exact relationship 
between Tokimi and her “sisters” he knows he could never defeat 
the three of them combined. The children must therefore be on 
guard, and must prevent more power from falling into D3’s grasp. 
A few, scattered friends will help the children as best they can, but 
D3 is at most slowed while he plunges through a Gateway to cross 
into Lady Tokimi’s dimension. Can the children of Tenchi come 
together to disrupt D3’s plans, or will D3 emerge as the new ruler 
of all dimensions? 


NOTE: If the PCs are ever truly lost or overwhelmed, good 
fortune could arrive in the form of Mihoshi, sent by the Galaxy 
Police to investigate just what is going on in the galaxy! With her 
amazing luck she can find the children almost anywhere or anytime. 


GAME MASTERING Bic BATTLES 


When a big battle has many NPC mecha engaged on both 
sides, you should not feel compelled to resolve the actions of every 
single soldier or vehicle invovled. You may wish to mirror the 
course of the battle with the fortunes of the PCs’ (for example, if the 
PCs forces are outnumbered three to one, they defeat three times 


their number, you can rule that the PC’s side is also victorious in the 
greater battle). You may also break a complex battle into multiple 
stages, with additional reinforcements arriving well into the 
combat, or sudden opportunities arising for heroic actions. During 
large engagements, you should strive to reduce your workload 
while affording opportunities for the player characters to shine! 


During this adventure the PCs will encounter D3’s fleet of 
possessed Jurai ships, Space Vampires, and his great battleship. 
We did not give exact numbers for any of these situations, because 
we do not feel it is important to know these things in excruciating 
detail for the world of Tenchi Muyo!. Approximations are given in 
some cases, but when terms like “a wing of ships” are used, please 
use your own judgement based on what you feel is acceptable. 


SETTING 


The following are key locations for the adventure. 


Galaxy Police Moon Station 


This is where Part One ends. If the characters have not 
examined the wreckage of the Space Station it might be a good 
idea to let them explore, or serendipitously find some evidence of 
the Space Vampires, before they move on. This should reaffirm 
that Kagato's Shade did not do the damage here, and give them 
some small idea of what they are up against. 


Earth 


Washu’s Super Force Field now covers the entire Earth, and 
she intends to maintain it at all costs. It appears as a great silvery 
sphere surrounding the planet, and is focused and maintained by 
the Super Force Field Generator, a large, immobile machine the 
size of a semi-truck. The energy source for the Super Force Field 
comes from Washu directly, and to sustain it Washu must stay 
enclosed within the machine. She built it outside the Masaki 
Shrine, and there it stays, until destroyed or dismantled. The 
Super Force Field is translucent, and can be seen above the sky. 
She is willing to trade some hysteria and a bit of panic to ensure 
they are not exterminated since she fears what the enemy forces 
intend. For the most part, Washu, those still at the Masaki Shrine 
(Ryoko, Ayeka, and of course, Tenchi) and everyone else on Earth 
will not be available to aid the PCs (but see Game Options below). 


Jurai 


D3 and his legion of Space Vampires have ravaged the planet. 
Hazy, black smoke streaks the sky, and much of the countryside is 
in flames from wild fires tearing through the forests. The artificial 
weather controls have been damaged, and tremendous 
windstorms are sweeping the southern hemisphere. The 
population is panicking, and no one has any clear idea what has 
happened. There are no Jurai ships to be seen, and the Jurai 
Military is in shambles. 


The Royal Family, overcome by shock and confusion, are also 
in complete disarray. Many of them have been taken by the 
Vampires, including the King of Jurai. The Royal Palace appears to 
have been shattered from the inside, the central room having 
exploded into a million splinters. The Chamber of Trees stands 
open beneath the sky, and it is empty — all of Jurai’s trees, except 
for a handful of the youngest saplings, are gone. 


D3’s Realm 
See Tenchi Muyo! RPG, page 170. Also see page 22. 


Space Vampire’s Star System 


A crystalized planet orbiting a dim red sun, this is the 
homeworld of the Space Vampires. It is known as the Crystal 
Tombs. See Through the Sub-Space Portal, page 21. 
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Dimensional Crossroads & Gateway 


This portal leads to Lady Tokimi’s home, as well as to 
hundreds of other locations across the dimensions. The Gateway 
itself is in the corona of a tremendously bright, white-blue sun, on 
the other extreme edge of the dimension. It takes the form of a 
giant circle of asteroids, floating in space. They are clearly not of 
this galaxy, for they are resistant to the tremendous heat, and the 
area between them is surprisingly cool (as long as the characters 
fly directly to and from the Gateway, even a minimal Force Field or 
Armour will protect them due to the unusual properties of the 
Gateway; if they move away from, yet stay near the sun, however, 
the temperature rises quickly into very dangerous levels). Each 
asteroid is a beautifully-carved sculpture, holding different 
images: faces that resemble Tokimi, Washu and Tsunami are all 
present; the image of a cabbit; the Trees of Jurai; the Mass; the 
Lighthawk Wings; etc. Simply entering the circle of asteroids does 
nothing, but certain individuals, such as D3, Washu, or Tsunami 
can send a signal to open the Gateway. If Tsunami is not a player 
character, you might want to allow Ryo-Ohki or a combined effort 
of Tenchi’s children, to open the Gateway (the children should not 
be completely dependent on Lady Tokimi, D3, or another NPC to 
open the gate). 


Gem Palace 


Lady Tokimi oversees all Dimensions from her seat of power. 
Tokimi’s Palace is on a world beneath three suns — each one 
radiates an aura similar to Lighthawk Wings. Her world is an 
idyllic garden of unsurpassed beauty. The world is a mosaic of 
gigantic petrified world-trees, silver and purple mountains, 
crystalline jungles, golden oceans, and crimson deserts. 


Tokimi’s Palace is everywhere and nowhere — shifting as its 
mistress wishes. The Gem Palace is a huge monolithic structure, 
made of a bright red crystal akin to Ryoko’s gems, that transforms 
into whatever form Tokimi desires. Servants of wispy smoke and 
bright trails of energy, soldiers of void, star and time, and 
courtesans of flower, jewel and rain all serve Tokimi. In short, 
there are many facets of her home that are virtually impossible for 
someone from Tenchi’s galaxy to comprehend. Tokimi can make 
and break whatever laws she chooses, for she governs everything. 
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IMPORTANT NPCs 
D3 


As in the first part, D3 will never be in direct contact with the 
PCs. When he appears, he will always be a giant disembodied 
intangible head. The PCs may be able to search out and talk to D3, 
but they should never be able to confront him directly. He is too 
alien and too powerful to need Stats and Attributes; if the 
characters can unravel his plans, that will be defeat enough. Lady 
Tokimi can take care of the rest. 


For D3’s battleship, assume that it cannot be beaten in a fight, 
but a super-weapon could destroy it. It is vulnerable from the 
inside. There are no stats for it because the PCs should not be able 
to defeat it in a straight battle; even Ryo-Soja cannot take it on. On 
the other hand, if the PCs turn the fleet of Jurai upon it, they will 
destroy it. To penetrate the ship, assume that its shields do not 
protect against Incorporeal or Teleporting, and while the Armour 
is very tough, the PCs could certainly penetrate in a small section 
to break into the ship. Once inside they will encounter Mecha 
defenses (as page 22) and Space Vampires, as you feel are 
appropriate. 


KING OF THE SPACE VAMPIRES 


Use the Stats of a Master Space Vampire, but add 15 
Character Points. 


LApy TOKIMI 


The PCs should never be in a position where Lady Tokimi’s 
Stats or Attributes matter. She is essentially invulnerable to any 
and every kind of attack that they can throw at her (individually or 
combined) She is only vulnerable when someone launches the 
force of a universe against her — at which point her Stats are still 
meaningless, since she is effectively defeated. 


Tokimi plays a passive role in this game. She has set-up the 
“gameboard” of the universe in such a way that Tenchi’s children 
are her new warriors. It is up to them to defeat the threats against 
her. Her role has been to train and prepare them for this destiny 
— if they fail her, she clearly did not teach them well enough. 
Tokimi acts in this fashion for many reasons: in part, because it 
would upset the balance of all dimensions if she always directly 
interfered, and a direct fight between Tokimi and D3 could destroy 
multiple universes. Additionally, Tokimi operates through agents, 
be they kings or knights or pawns, and she has chosen the PCs to 
be her newest agents. These are the rules under which she 
operates — established by herself, or possibly greater powers, all 
working for the ineffable clockwork of the dimensions. 


VAMPIRIC KANRYU, GENERAL OF 
D3’s ARMY 


Combine Crown Prince Kanryu with the Mind and Soul 
Stats, and all of the Attributes of a Master Space Vampire. 


VAMPIRIC SAKURA 


Combine Princess Sakura with the Mind and Soul Stats, and 
all of the Attributes of a Master Space Vampire. 


START OF PART Two 


The game should start right after Washu’s shadow found the 
characters and informed them what she knows (see end of Part 
One). At this point Washu’s shadow points them in a few possible 
directions, but will vanish as soon as the conversation is done, 
wishing them “good luck.” She suggests they could: 


¢ Travel to Earth where the Jurai ships have besieged the 
planet in their attempt penetrate the Super Force Field. 
(see page 15) 


e Travel to Jurai and find out what happened there. 


e Backtrack through the Sub-Space portal, to uncover where 
these invaders came from. 


e She may also leave them with something cryptic like “you 
must venture to the edge of darkness before you see the 
light.” 


NOTE: At this point Washu does not know that D3 is 
behind this, and thus refers to his forces as “the enemy” or the “evil 
Jurai ships.” 


Wuat Happens NExtT 


Obviously, now, the game can expand to any number of 
possibilities. The players are free to choose whatever path they 
would like to pursue. The most obvious choices are outlined 
below, but there should be enough additional information to take 
the characters into all new directions that the players might 
explore. Although you should always keep D3’s behind-the-scenes 
plot in mind, do not be afraid to change the order of scenes or 
make changes if necessary. 


SIEGE OF EARTH 


D3 has taken his entire fleet to Earth. They are currently in 
orbit around the planet, trying to probe and push through 
Washu’s Super Force Field; none of the ships, however, are 
powerful enough to punch through the field immediately, not even 
D3’s Battleship. D3 knows given enough time he could eventually 
whittle the Field down, or wait for it to fail, but by then Lady 
Tokimi would be more than ready for him. He will test the Super 
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Force Field for two days (or as seems appropriate), but after failing 
continually, he will move his forces onward. He leaves four Jurai 
ships in Earth’s orbit in case Tsunami appears or Washu drops the 
Super Force Field, with orders to capture or kill the women. 


For generic Vampiric Jurai ships, use the stats for Ryu-Oh, 
found on page 130 of the Tenchi Muyo! RPG; for variety, you can 
certainly adjust the Mecha Points as needed. A handful of ships 
should be more powerful than Ryu-Oh (1st generation trees, like 
Funaho), many should be on par with Ryu-Oh (2nd generation 
trees), and the bulk of the fleet should be somewhat weaker (3rd 
generation trees). Bonding with the Vampires gives the ships no 
advantages, and the Vampires will slowly drain the ships of all 
energy. In lieu of Energy Points, when a Vampire bonds with a 
Jurai ship, it drains 10 Health Points and one level of Extra 
Endurance per week. It continues to feast until either reaches 0, at 
which point the Vampire has effectively killed the host, and must 
leave to find new prey. If the mecha has an ability that Uses 
Energy, it will drain Energy Points from the Space Vampire. 


If the PCs appear during the full siege, they may watch while 
D3 hurls his forces against the Super Force Field without effect. He 
will soon tire, sending the bulk of the fleet into the depths of space. 
The PCs can safely watch from a distance, but if they venture too 
close and are spotted by one of the Vampiric Jurai ships then D3 
sends a full wing to capture or destroy them. Clearly if they wish 
to penetrate the Super Force Field it would be in their best interest 
to wait for the greater part of the fleet to depart. 


Once most of D3’s fleet has left, the PCs have a better chance 
of accessing the Super Force Field. The four remaining sentry ships 
will certainly be on guard, and will engage the PCs if they detect 
them, but stealth and care will allow the PCs to slip past. Actually 
penetrating the Super Force Field is another matter, however. 
Washu will not turn it off, not even for the characters, for fear of 
endangering Tenchi and the others. The characters cannot easily 
contact Washu, but if they are especially creative, they might be 
able to signal or even communicate with her. Bright lights in the 
sky, repeated “tapping” against the Super Force Field like Morse 
code, or any other “loud” signal could attract Washu’s attention. In 
addition, you could allow Ryo-Ohki or Ryo-Soja the ability to 
transmit communications through the Super Force Field, or even 
permit Tsunami to open gateways between Jurain trees, thus 
allowing the PCs to enter Earth via Funaho. 


Washu will warn the characters about coming to Earth 
though; she realizes that the children must gather their strength, 
pursue the evil Jurai fleet, and find some way to stop them. If they 
all journey through the Super Force Field, the enemy could try to 
barricade them inside, or else lay in wait for them to emerge. If 
they do speak with Washu, she offers what information and aid 
she can, but she will not venture forth; she is helping Ryoko guard 
Tenchi, and the Super Force Field Generator is powered by her 
directly. The Generator is a conduit for Washu’s own energies, and 
keeping the Shield up takes all of her capacity, and nearly all of her 
concentration. 


NOTE: At this point Washu still does not know that D3 is 
behind this, as above. 
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If the characters spend time contacting Washu, she adds the 
following additional information: 


Tenchi has awakened. He had a dream where someone 
tested the children (he remembers parts of their 
tribulations) to train them for this greater threat. He is 
worried about them. 


Ryoko and Ayeka have returned to normal; whatever froze 
them let go when Tenchi awoke. They do not know what is 
going on either, but want to stay near Tenchi to protect 
him. Ryoko is concerned about her missing gem, however. 


If they ask Washu about Ryo-Soja she will recognize him as 
one of her pets that escaped a long time ago. She has only 
good things to say about the cabbit, and believes that ifhe 
ate the Master Key and the gem that it was probably for a 
good cause. 


If she can examine Ryo-Soja (or melded Ryo-Ohki/Ryo- 
Soja) she identifies the Spirit Blaster as a weapon which 
can probably cripple the possessing “evil powers,” or at 
least drive them out of the Jurai ships. 


Washu, having examined the Jurai ships besieging Earth, 
knows they are under the influence of an evil power. She 
might offer the characters crazy ideas on how to separate 
the “evil powers” from the ships. She does not know 
where these forces came from, and suggests the children 
venture to Jurai, or through the Sub-Space portal for 
more information. 


Washu believes some great mastermind is behind the 
whole thing — perhaps a brilliant evil scientist — but does 
not know enough yet to identify D3 as the foe. 


She warns them that the enemy’s armies are phantoms 
who can walk through walls. 


If the children come to Washu later, after they have learned 
about D3 or Lady Tokimi, she can offer the following additional 
information: 


Lady Tokimi is the guardian of this, and all dimensions. 
Washu believes her akin to an older sister — someone to 
look up to, who is more powerful, wiser, at times difficult 
to understand, and occasionally a great pain. 


Washu also warns them that the forces that are after her 
will most likely attack Tsunami as well. She will not go into 
details, explaining it away with “they obviously know who 
the most dangerous women in the galaxy are,” but stresses 
that the characters take care. 


Lady Tokimi is very powerful, but if evil forces are 
marshalling against her, she should be protected at all 
costs, for anything that defeated her would become the 
next ruler of all the dimensions. She will try and send her 
own warning signal to Tokimi, although she will not be 
able to tell if it reaches her. 


She can tell the children where a special Dimensional 
Gateway will allow them access to Lady Tokimi’s 
dimension, transporting them to her Gem Palace. 
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e D3 was Lady Tokimi’s chief lieutenant; in fact, he is perhaps 
the next most powerful being in all the dimensions. His 
jurisdiction includes this entire dimension (encompassing 
Earth, Jurai, and everything else). 


While the characters probably cannot defeat D3 directly, if 
they undermine his control and cripple his forces, his plan 
will fail, thus beating him. 


D3’s forces would certainly breach the Super Force Field 
given enough time. Lady Tokimi could lock herself up 
within a similar construct — and it would not require a 
device such as the Generator, for she is far more powerful 
than Washu — but it would allow D3 free reign over the 
dimensions. 


Some of Lady Tokimi’s strength comes from her “sisters;” 
thus the characters must protect Washu herself (though 
she is safe behind the Super Force Field) and Tsunami 
from D3’s forces. If D3 captured either or both women 
and harnessed their powers, he could certainly overthrow 
Lady Tokimi. 


° The characters should target D3’s battleship, and the chief 
generals in his army. 


JURAI 


Should the PCs visit Jurai, they will see first hand evidence of 
D3’s destructive assault. Drifting in orbit are the shattered 
remains of several Jurai ships and a handful of satellites. The 
attack disrupted communications across the surface of the world, 
and left a haze of smoke over the capitol that is visible for miles. 
The damage is localized, however, since D3 only concentrated on 
the seat of rulership. For safety and security reasons the other 
metropolises have imposed curfews and blackouts, and are 
restoring order as quickly as possible. 


Matters are far more dire in the capitol, the locus of the attack. 
The Space Vampires devastated the Palace of Jurai, emptied the 
Chamber of Trees and scattered the Royal Family. The Crown 
Prince and Princess led the attack, capturing enough trees and 
family members to pilot them. The Space Vampires possessed 
everyone. They also fought past the palace guards to capture the 
King of Jurai, whom they took with them when they departed. 


Now, rulership of Jurai has fallen to the Holy Council, specifically to 
the Executive Committee of the Supreme Council (Chaired by 
Councillor Nakatani). Many Councillors are new, however, and 
were hastily appointed to fill those seats lost to the Space Vampires. 


If the PCs present themselves in any reasonable way, the 
Executive Committee offers them what advice and information 
they have. Their military has completely evaporated from 
underneath them, and if there is any chance that these children 
can stop the dark forces, the Executive Committee will aid them 
however they can. Unfortunately, the Holy council cannot offer 
weapons or troops or ships. The few that remain must protect and 
help the people of Jurai. What they can give is some small forms 
of help (such as supplies for a voyage, medical treatment, a place to 
rest, etc.), and information: 


¢ Both Crown Prince Kanryu’s ship, Shinai, and a great 
battleship of unknown origins led the attack. It was very 
old, large and powerful, and opened its own portal 
through Sub-Space; the battleship appeared after Shinai 
had landed and released its cargo of Space Vampires. The 
battleship engaged and destroyed the sentry Jurai ships 
with little difficulty. 


The invaders knew exactly what they wanted. Kanryu 
himself led them, but he was transformed somehow, into 
something demonic and twisted. Many of the invaders 
were like phantoms — the weapons of the Jurai soldiers 
just passed through them harmlessly. 


They first targeted captains of the Jurai fleet and their 
respective ships. Next, they went after the groves in the 
Chamber of Trees, and any Royal Family who were in 
training to bond with them. The Executive Committee 
hypothesizes that perhaps a third of the possessed fleet are 
battle-hardened warriors. The remaining pilots and ships 
are completely green, which the children may be able to 
use to their advantage. 


Having secured the trees and pilots, Kanryu led a host of 
Space Vampires after the King of Jurai; his bodyguards 
could not hold them off, and the King was captured and 
taken to Shinai. 


e Although they do not know much about the invading 
army, some of the oldest Councillors remember stories 
from the old days, when the Royal Family were still 
mainly Space Pirates, telling of creatures similar to these 
“Space Vampires.” 


The stories described phantom, spirit beings, who 
could fly through space, walk through walls and who 
needed living beings to feed on. They would enter the 
victim, dominating him or her, then use the host’s body 
by slowly draining all of its life energy. When the host 
died they would search out new prey. 


Apparently there were more intelligent Space Vampires 
who led small groups of their more primal brethren; no 
group of this size has ever been seen, however. 


Once a host dies, a Space Vampire’s hunger grows 
rapidly. Soon, regardless their intelligence, all they can 
think of is feeding. They can be careless and reckless in 
this state. 


There were rumours of ancient weapons that could 
affect the spirit creatures, in fact, driving them from 
their host; none have ever been found, however. 


Further rumours spoke of a Space Vampire King, the 
greatest of all, which had complete control over all other 
Space Vampires. If this King were destroyed, it might 
cause all the others to scatter and lose coherency. 


There are ancient star-charts that show where Space 
Vampires supposedly dwelt. Explorers uncovered little 
proof of their existence, but having seen these creatures 
descend upon Jurai, the Executive Committee is ready 
to believe. That region of space happens to be 
accessible from the Sub-Space portal near the Galaxy 
Police Moon Station. 


Although the Executive Committee did not recognize the 
battleship, if the PCs ask about D3, the Councillors tell 
them that the name is familiar. They know very little 
about the entity known as “D3,” but can relate: 


He is a legend, an entity of great power who supposedly 
meddles in the affairs of lesser beings on occasion. 


Reputedly, he is in service to an even greater entity, a 
mysterious Lady who is akin to a god-force. 


The stories about D3 describe him as manipulative, 
cruel and arrogant. 


His battleship is probably the equal, ifnot the better, of 
any vessel in the Galactic Union. 


The fleet of Jurai, however — focused, and drawing upon 
the power of the Lighthawk wings — could destroy 
anything, given enough time. The Councillors may guess 
that D3’s ship is not powerful enough to destroy his 
target, but the combined strength of Jurai would be. 


If the PCs need help contacting Washu through the Super 
Force Field, the Executive Committee can offer some helpful 
suggestions, from “tapping” very loudly on the Field to using one 
of the remaining trees on Jurai to attempt communication with 
Washu through Funaho. 
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THROUGH THE SUB-SPACE PORTAL 


On the far side of Earth’s Moon, under what was once the 
watchful eye of the Galaxy Police Moon Station, lies a warp portal. 
D3’s vessel came through here, and has left an energy trail which 
can be tracked back to where he came from (additionally the Space 
Vampires also left a residue along the same path, although their 
energies should be harder to detect). Going backwards, the ship's 
trail leads from the Police Station, through the Sub-Space portal to 
a distant cluster of star systems on the edge of the galaxy, to one 
particular solar system. In that solar system hangs a dull red star 
in the centre of three planetary bodies. Of the three, two are 
uninhabitable gas giants. The third is tiny and almost lost behind 
a dust cloud, in the farthest orbit from the star. 


A tiny atmosphere surrounds this small, gold-green rock. 
The planet is dead and would usually be lost against the void of 
space, but a scan of the system reveals strong trace energies from 
D3’s vessel all around it. Upon the planet are strange crystal 
towers and obsidian trees; the soil is a bright jade, and the streams 
and ponds are liquid gold. This is the world that gave birth to the 
Space Vampires. Nothing here has “life” or “energy;” it has all been 
consumed, long ago. What remains is lifeless crystal — like a 
world that has been turned to glass. 


The weakest of the Space Vampires have been left here — 
they appear as brightly-coloured will o'wisps, occasionally forming 
faces or bodies, singing ancient songs and speaking fragments of 
dreams. If the PCs bribe or “feed” a particular spirit, it will gather 
strength and focus, becoming more co-operative. Feeding one 
spirit, however, causes the others to flock around in a great swarm. 
(NOTE: If needed use points for Lesser Vampires, but at -3 to 
Soul, and half Health and Energy Points) 


These pitiful creatures have no knowledge of what is 
currently happening on Earth, Jurai, or anywhere else in the 
galaxy. What they do know, however, is: 


¢ The Space Vampires have always lived here, under the 
power of their King and Queen. Sometimes they fly off, 
find prey on other planets or ships, feast, and wander the 
galaxy until they slowly drift back to their home. 


e A Space Vampire can survive without feeding, but until it 
has fed, it is too preoccupied by hunger to think of 
anything else, and can barely communicate. They can be 
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killed, but only with specialized weapons or energies (such 
as those that attack the Mind or Soul). 


The powerful entity, D3, created them; 50,000 years ago, 
D3 found the dying Prince and Princess of a race that has 
since long turned to dust, drifting through space. He 
offered to save them and grant them virtual immortality, if 
they allowed D3 to experiment on them. He transformed 
them into living ghosts, able to live forever by feeding on 
the energies and memories of a million hosts. Now, not a 
single one of them remembers the name of this planet, or 
their original world — they speak of this place as the 
Crystal Tombs. 


When a Space Vampire kills a particularly strong-willed or 
extremely passionate host, sometimes he or she are reborn 
as Space Vampires. The rebirth is never a sure thing, but 
when it occurs, it happens minutes after the host dies, 
when the Vampiric spirit rises from the body’s remains. 


D3 returned recently, with a giant warship, and took the 
strongest of the Space Vampires, including the King, to 
form an army. 


e 


The Queen is still here, though very weak and fragile. Ifthe 
characters find her and give her some energy or cajole her 
into helping, she tells them that her name is Melusine, and 
that the King was Elinas. They were good, beautiful and 
just people, but 50,000 years of hunger has driven them 
mad. The Queen is bitter and angry at D3 for subjecting 
her to eons of this tortured existence. If treated carefully, 
she can be a great help to the PCs. She can tell them: 


e If they defeat King Elinas the other Space Vampires will 
scatter. He will probably be at the forefront, leading 
D3’s army. 


¢ The Vampires cannot keep a creature like a Jurai ship for 
very long; they burn through a host fairly quickly, and 
organic-machines do not give them very much energy. 
Therefore the army must act soon. 


¢ How to get to D3’s realm, which is very close. D3’s 
defenses are quite formidable, however. There is one 
way she knows that will allow them to slip by, if they are 
brave enough. The defenses will not react to a Space 
Vampire, and thus if they allow a Lesser Vampire to 
bond with them, they can pass unharmed. She wants 
them to defeat D3 and Elias, and to end her tortured 
existence. The Vampires will release their hold once 
they have returned. The Queen herself could bond with 
someone, but she will be much harder to force out, and 
she will continuously work towards her goals. 


NOTE: Ifthe players choose this route, you should have fun 
with the influx of the Vampire's memories and desires. Some may 
not willingly abandon a host, and the PCs might have to 
psychically fight them off. At least it should give them insight into 
the abilities of the Vampires. (see the descriptions of the Space 
Vampires in Part One for rule mechanics on Possession) 


PART ®@: 


D3’s REALM 


At the edge of the galaxy, a short distance from the Space 
Vampires’ homeworld, lies D3’s realm (see Tenchi Muyo! RPG page 
170). Scattered throughout the area are the remains of a thousand 
space ships — vessels that have broken themselves upon D3’s 
defenses. All around the central planet are the hulks of dead ships, 
gigantic world-trees (though non-sentient), and celestial islands. 


D3’s defenses are quite formidable. The easiest way for the 
PCs to avoid them is with the help of the Space Vampires, since the 
defenses will ignore their race (though if their ships are not 
possessed, they will be attacked!). If the children do not opt for 
that route, however, then they must find their own way through. 
Here are a few options for defenses — feel free to create new ones, 
to make this as easy or hard as you would like. The PCs can attack 
headlong, try to sneak through, attempt to learn a “pattern” to the 
weapon-arcs, or approach by being incorporeal or with 
teleportation. If they do not have a plan the defenses will be very 
difficult to negotiate. 


EvLectTRO-DEFENSE-PLANETARY-SHIELD 
Mecha Sub-Attributes 
A.J. — 1, Armour — 4, Extended Power Supply — 5, Force 
Field, extendable (Stops 15 Damage, Offensive — 40 Damage), 
Sensors — 2, Toughness — 2 


Mecha Defects 


Awkward Size — 2, Other Mecha Defects: No Ground 
Movement, Weak Point — 1. 


Derived Values 
Armour: 40, Health Points: 40 


An electric force field acts as D3’s First Defensive Line. 
Although the field is relatively weak, it protects the weapon 
batteries closer to the planet, including the Petrification Ray 
Satellites and the Mine Launchers. Additionally, it delivers a 
powerful shock to any ships travelling through it. 


PETRIFICATION RAY SATELLITES 


Body 8 Mind 2 Soul 0 


Mecha Sub-Attributes 


A.I.-3, Armour —4, Extended Power Supply — 5, Life Support 
— 2, Sensors — 2, Toughness — 2, Weapon: Petrification Ray (25 
Damage, Accurate x5, Incapacitating [Resist with a Body Stat 
check at +2 penalty], Armour and Field-Penetrating, Static), 
Weapon: Electric Tentacles (60 Damage, Accurate, Flexible, 
Spreading, Internal, Melee) 


Mecha Defects 


Awkward Size — 2, Other Mecha Defects: No Ground 
Movement 


Derived Values 


Attack Combat Value 3, Defense Combat Value 1, Armour — 40, 
Health Points: 80 


These deadly robot weapons form D3’s Second Defensive 
Line. They are large triangular satellites equipped with three gun 
barrels. They rotate to bring each gun into line, firing a lethal 
paralyzing energy blast which transforms targets into crystal. 
Their internal systems are vulnerable, especially since they must 
remain in place to fire; consequently they are protected with robot 
tentacles that deliver powerful electrical jolts. 
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Mine PROJECTOR 


Body 7 Mind 7 Soul 4 


Mecha Sub-Attributes 
A.I.- 6, Armour —5, Extended Power Supply — 5, Life Support 
— 2, Sensors — 4, Toughness — 1, Weapon: Plasma-Memory- 
Mines (40 Damage, Area Effect x2, Burning, Drain Mind [4 
points of Mind], Armour-Penetrating, Long Range x2, Slow, 
Stoppable x2) 


Mecha Defects 
Awkward Size — 3, Other Mecha Defects: No Ground Movement 


Derived Values 


Attack Combat Value 6, Defense Combat Value 4, Armour: 50, 
Health Points: 75 


The Mine Projector sits well behind the front lines, rocketing 
deadly explosives into the depths of space. Enemies are often 
paralyzed by the Satellites, then obliterated by the Plasma- 
Memory Mines. 


NOTE: If the PCs find D3’s defenses too weak, simply add 
multiple Satellites and Mine Projectors. 
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D3’s headquarters is a city of monolithic architecture 
dominating the planetscape. The structures are tall, dark, and 
bitter, looming over men with a giant's scale to their design. The 
Byzantine halls are mostly deserted and empty, however, and the 
skies and roads are quiet. D3 settled most of his affairs before 
departing in his battleship. 


If the children explore D3’s realm, they discover: 


e The central control room, and communications 
headquarters; with the devices here, they can contact 
anyone in the galaxy, including D3 or Lady Tokimi! 


¢ D3 speaks to the characters if contacted: he is civil and 
polite, though he will use the time to examine and scan 
them. If Tsunami is present, he sends a legion of 
soldiers to take her. They will arrive shortly. To delay 
them, D3 could initialize a number of drone-mecha (use 
stats for Giant Cobra Robots on page 130 of Tenchi 
Muyo! RPG and change as appropriate). 


e Lady Tokimi may listen to the children, and perhaps 
even speak a few brief words; she is sad that her right 
hand has chosen this course, and hopes that the 
children help her. She cannot force them or offer any 
“reward” for their services, however. She knows many 
intimate details of their lives, and may talk to them of 
their hopes, dreams and fears. 


e Armoury: A powerful Electro-Defense-Shield blocks this 
section of D3’s realm (see page 22). Once through the 
Shield, one finds numerous exotic weapons, including 
special devices usable only against Space Vampires 
(NOTE: Allow the children to find items that you feel are 
most appropriate, like Ryo-Soja’s “Spirit-Blaster,” though 
they should be much weaker in scale. These weapons 
should target the Mind, Soul, or Energy Points of a victim). 


e A detailed map of the galaxy, which shows the 
Dimensional Gateway to other dimensions, including 
Lady Tokimi’s Gem Palace. 


¢ Special observation deck, where the children can watch 
almost anything in the galaxy, either by direct camera or 
by tapping into someone else’s technology. Everything is 
documented, and the PCs can find recordings of: 


e D3’s attack on the Galaxy Police Moon Station. 


e Tokimi’s talk with Tenchi, where she kissed him and 
created Kagato’s Shade. 


e Vampiric possession of Kanryu and Shinai. 
e D3’s attack on Jurai, including the kidnapping of Jurai’s 
King. 


¢ D3’s attack on Washu, the continued probes against her 
Super Force Field, the siege of Earth, and the fleet’s 
eventual departure. 


¢ D3’s fleet heading to the Dimensional Gateway. 
e¢ Details of the children’s personal lives, etc. 
¢ Whatever else is relevant, and happening right now! 


If they have not alerted D3 to their presence, they might even 
be able to see inside his battleship (Soul Stat check, at a +1 penalty). 
If successful, they may discover that the King of the Space Vampires 
has bonded with the King of Jurai, and is deep in the heart of the 
ship. As soon as D3 learns they are in his private realm, however, he 
shields his ship and the entire Jurai fleet to those sensors. 


ATTACK ON TSUNAMI 


D3’s forces first initiated an attack against Washu, since she 
was static and easy to locate. D3 also wants to capture, 


incapacitate, or kill Tsunami, for without her, Lady Tokimi is easier 
to defeat. If Tsunami is not a player character, and ends up 
trapped on Earth, then you can simply ignore this thread. If 
Tsunami is a player character, however, or is otherwise off-Earth 
when Washu erects the Super Force Field, then you may wish to 
use this manoeuvre on D3’s part. 


There are many ways D3 can find Tsunami: if one of his Earth 
patrol ships spots her; if she generates a lot of “noise” while 
travelling through space in the form of traceable communication 
signals and obvious energy trails; being spotted by D3’s probes in 
his own realm; by using D3’s communication technology to contact 
him; simply bad luck on Tsunami’s part (running across D3’s forces 
somewhere in the galaxy for example). Feel free to attack Tsunami 
if ever the game ever slows down, or the players do not have enough 
to do. D3 wants to remove Tsunami from the galaxy. 
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If D3 locates Tsunami, he sends a force to apprehend her, 
consisting of four to six Vampiric Jurai ships — two veterans, and a 
handful of less-experienced craft. If the PCs have only one mecha, 
then four ships will be more than sufficient, but if there are two or 
more large mecha amongst the group, six ships will be a much 
greater threat. It should be a very tough fight, and one which the 
PCs may have to run from. Even worse, if Tsunami stumbles across 
D3’s battleship and his fleet, the whole host will try to capture her. 


For stats of the Vampiric ships, see page 19. Each ship should 
have 1 Master Vampire — possessing the captain — and about 6 
Lesser Vampires, all looking for prey. 


Possible outcomes of an attack on Tsunami: 


They see first hand what the Vampires are capable of; 
Tsunami will not be targeted for possession, but any other 
character is fair game (she is to be held until a properly 
powerful Master Vampire can dominate her). 


If the characters have Ryo-Soja with them, they should see 
some of his abilities, such as the Spirit Blaster. 


They may defeat D3’s forces. If they manage to 
“unpossess” them, they may gain a handful of new allies, 
battered and bruised as they might be; if they kill them, 
this could haunt them down the road. 


The children might not have the firepower or cohesion to 
take on D3’s forces, and must run from the battle. Feel free 
to pursue them with D3’s forces, continuing the cat-and- 
mouse game, or lose track of them, as befits the story. 


Finally, D3’s forces might capture the PCs. While this does 
not spell the end of Tenchi’s children, this is a bad thing 
indeed (see Game Options below). 


D3’s MoveMENTS 


Having failed to seize Washu, D3 settles for containing her. He 
hopes to fare better with Tsunami, yet he knows he must continue 
moving his plan forward. It takes him a little while to gather his 
forces together after Jurai and Earth (though he does leave a few 
ships on patrol for Tsunami and Washu). Once the ships gather, 
they head off for Lady Tokimi’s realm, via the Dimensional Gateway 
which connects this realm to all other dimensions. 


D3 manoeuvres his ship into the Gateway, opens it to the 
Dimensional Crossroads, and orders his fleet of Vampiric Jurai 
ships through. There are an infinite number of destinations that 
one can reach from this point, but a force as large as D3’s will leave 
an obvious trail. They are heading for the centre of everything, 
towards the Gem Palace of Lady Tokimi. 


If D3’s forces manage to reach this far, they encounter Lady 
Tokimi’s last line of defense. Her personal planetary shields and 
armaments are quite capable of holding D3 off for quite a long 
time, but they only delay the inevitable. Lady Tokimi could isolate 
herself, and keep the Vampiric Jurai fleet at bay perhaps forever, 
but in doing so she would also be removed from the galaxy. Yet if 
she challenges D3 without the aid of the children, she will lose. If 
unmolested by outside forces, D3 will win; he will eventually 
smash all of her defenses including her strongest shields. As soon 
as D3 clears a path through her fortifications, and lands inside the 
Gem Palace with his escort of Space Vampires, Lady Tokimi will 
surrender to him for she knows she has lost. 


RESOLUTION AND 
CAMPAIGN EXPANSION 


1. FInAL MovVeEMENTS 


How do the children deal with D3 and his fleet of Vampiric 
Jurai ships? This depends greatly on their strategies. Do they try 
to sneak onto D3’s battleship while the fleet gathers? Do they 
follow D3 through the Dimensional Gateway and search for the 
King of Space Vampires amongst the fleet? Do they find a way to 
use Tsunami to jump from Jurai ship to ship, liberating each with 
Spirit Blasters? Any of these can certainly win the day. There is no 
“right way” for the children to win since there are too many 
possibilities that can force them down one road. Here are a 
handful of other ideas to consider: 


¢ The PCs could bring Washu, Tsunami and Lady Tokimi 
together, and focus their powers through Ryo-Soja against 
the Jurai fleet in an epic battle. 
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Where is the King of Vampires? Generally, he is not 
Kanryu, but the King of Jurai who stays close to D3, on the 
battleship. Of course he could be Kanryu — or even 
Sakura! — and might just as easily lead the fleet in battle, 
making himself a colourful figurehead. 


The PCs could reach Lady Tokimi first and warn her of 
D3’s movements. She tells them that the heart of D3’s 
power must be cut out — either by destroying his 
battleship (which forces him into the open, making him 
vulnerable to Lady Tokimi’s direct powers), or by 
destroying the King of Vampires, which will force the 
Vampires from their hosts. The characters could certainly 
plan a series of traps or diversions to reach the Vampire 
King, and Tokimi could tell them how to find him. 


An insane attack against the body of the fleet, striking at 
either D3’s battleship or some other specific point. The 
children would have to be crazy pilots to try this stunt, but 
they might be able to fly fast enough so that the Jurai ships 
could not fire on them without hitting each other. 


2. GAME OPTIONS 


It is certainly possible that the PCs will find themselves in 
dire straits. Here are a few thoughts on how to deal with such 
situations in a way that gives them possible “outs” rather than just 
ending the game: 


e Ifthe PCs bypass Washu’s Super Force Field, they may end 
up trapped inside (for Washu is not going to let the shield 
down, even for them!). They could use Tsunami’s ability to 
open gateways between Jurain trees to escape (because this 
is a Unique Ability, rather than Teleporting, which the 
Super Force Field can block) or another Unique Ability. Of 
course they could attack the Super Force Field generator — 
or Washu! — or try and turn it off. If the children disobey 
her, Washu will be unhappy with them, but as long as they 
do not destroy the universe, she will forgive them in time. 


The PCs could likewise be trapped in the Gem Palace with 
Lady Tokimi (if they beat D3 there, or somehow slipped by 
him), and must therefore use similar methods to escape 
her defenses. 
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¢ More difficult situations arise if D3 and the Space 
Vampires defeat and seize the children. If they capture 
Tsunami, a Master Vampire will certainly use her as host. 
In a case where Space Vampires dominate one or more 
characters, you should have fun letting the players run the 
Vampiric Children (with direction, of course) and give 
them regular Soul checks to see if they can break free. D3 
might even send them back to Earth to capture Washu — 
the children could fight their parents! 


If Tsunami is an NPC, the Vampire King might possess her! 


If only some of the characters are captured, D3 could 
bring them to the battleship to await possession at the 
hands of a Master Vampire; the others can certainly try 
and stage a rescue. 


Capture or possession should not necessarily end the 
adventure, but handle it very carefully nonetheless. As long 
as the players have fun and are into the spirit of the game, 
give them only limited directives. No one likes losing their 
character, or having the GM force them to do actions against 
their will. Yet with a little freedom, you may find the group of 
Vampiric PCs happy to take on Tenchi, Ayeka and Ryoko... 


3. ENDINGS 


If the children defeat D3’s forces (howsoever they accomplish 
this), Lady Tokimi steps in to apprehend her wayward lieutenant. 
Tokimi is certainly grateful to the children, and will help them as 
needed. She should not “magically” heal all their wounds, or turn 
everything back the way it was; on the other hand, if someone was 
mortally wounded in aiding her, she will not let them die. The less 
people expect, the more she gives. In the end, she thanks them, 
and helps send them home. She will not reveal what will happen 
to D3, but it should be sufficient for the children to know he has 
been relieved of his duties, and will be dealt with. Lady Tokimi 
returns the remains of the Jurai fleet to their world (assuming they 
are no longer possessed) and sees to most of the “clean-up.” It is 
certainly possible that she chooses Washu, Tsunami, or another 
heroic child as the next governor for Earth’s dimension. 


NOTE: Of course, if you want everything back the way it 
was, Tokimi could certainly restore the galaxy to how it was before. 


If, however, the children fail and D3 forces Lady Tokimi to 
abdicate, the dimensions will change significantly. D3 no longer 
cares about the children; they are less than ants to him. He may 
haphazardly return them home, ignore them completely, or send 
them across the dimensions for their impudence. He will certainly 
boost the Space Vampires in power; fully bonding them with the 
Jurai captains and ships, so that they no longer kill their hosts. 
The remaining changes are up to you.... 


4. CAMPAIGN EXPANSION 


There are two obvious ways to expand the events from No 
Need for Dimensional Ladies into a full campaign. In the first, if 
the PCs defeated D3 and kept Lady Tokimi in power, you can now 
take them into the following directions: 


¢ What happens to the victims of the Space Vampires? Does 
the Jurai fleet still exist? Can it be rebuilt? 


¢ Restoration of Jurai, and possibly Earth; if the Jurai ships 
are gone, how will she defend herself from old and new 
threats in the galaxy? Ifthe King and/or Crown Prince and 
Princess died in the final battle, who will now rule Jurai? If 
they survived, will any of the children receive marriage 
propositions soon, for political reasons and for the defense 
of Jurai? How will the citizens of Earth deal with having a 
complete bubble around them for so long? Can anyone 
tell Washu that the crises is over, and that she can now turn 
the Super Force Field off? 


The children are now very aware that the galaxy is smaller 
than they imagined, though much exists beyond it. Lady 
Tokimi may have other tasks for them, now that they have 
proven themselves. They might even be able to travel 
beyond this dimension. 


Perhaps it is time for Lady Tokimi to remind her other 
lieutenants that she is in charge. Maybe some need help 
from individuals as resourceful as the children, against 
threats more dire than the Space Vampires. 


What happens to the Space Vampires? Were they all 
destroyed? Scattered? Are they still out there, and do they 
want revenge? 


The second path assumes that Lady Tokimi lost, and now D3 
is in charge; of course, the children need to survive the final 
conflict to use these ideas: 


How does the galaxy, and the dimension, change with D3 
in charge? 


Can the characters return to Earth? In this version, Washu 
is very reluctant to ever turn off the Super Force Field! 


With Jurai in ruins, and no real hope of restoration, who 
replaces them as a leading power in this galaxy? 


¢ Do the Space Vampires run amok, as raiders and pillagers 
under D3’s flag? 


Does D3 try to convert or co-opt the children into 
becoming agents or servants? 


Perhaps the King of Vampires (or Kanryu) became 
enchanted with one of the children, and sends out a 
marriage proposal! 


CAMPAIGN IDEAS 


Following are some brief ideas for adventures or full-length 
campaigns. Each one gives a brief outline of a concept that GMs 
can flesh out as needed for their games. 


No NEED FoR THE Drarr! 


Tenchi Masaki is a member of the royal bloodline of the House 
of Jurai, but he has never been properly trained for his regal 
position. The King of Jurai, eager to see Tenchi out of the way, has 
decided to change that situation. It is time for Tenchi to undergo 
the full regimen of courses with which all self-respecting members 
of the royal house must contend. 


What happens when the draft message arrives at the Masaki 
household? Does he go off to serve his term or does he try to get out 
of it? What sort of adventures and trouble does he encounter while 
going through Jurai booteamp or learning proper courtly etiquette? 
Does he meet new friends? New enemies? A new woman who falls 
in love with him, vying for his affection? What do the other 
characters do? Do they try to spring him or do they join him? 


Conversely, what happens if he tries to dodge his 
responsibility to the Jurai royalty? Does the Jurai crown just allow a 
prince of the royal family to walk away from his responsibility? 


This situation can be further complicated because the King of 
Jurai obviously was just trying to get Tenchi out of the way so that 
he could marry Ayeka to a “proper” suitor and strengthen the Jurai 
family’s claim on the throne. Will Ayeka stand by and allow her 
father to play games like this or will she confront him? 


Players could control the other members of the Jurai 
household while Tenchi is an NPC who is dragged off to fulfil his 
duties. What do the player characters do about all of this? Instead, 
the players might control Tenchi and some new friends that he 
meets during Jurai bootcamp. It is unlikely that Tenchi will be the 
only person undergoing training at the hands of some harsh and 
demanding Jurai trainer. This allows the GM to explore various 
other facets of the Jurai society. 
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No NEED FOR THE 
Enp oF SUMMER BREAK! 


School has started again, and Tenchi must go back to his studies. 
The girls are all still part of the Masaki household, helping out to keep 
things running smoothly. Perhaps Sasami, and even Ayeka, need to go 
to school as well, although the Earth schooling is far different from what 
a Royal Princes of Jurai would learn. The first day of classes brings new 
teachers, new subjects ... and a new student! Horatio is an exchange 
student from Europe. He is in Tenchi’s class, and is smart, funny, 
athletic and very good looking. Although he is open and friendly, he is 
also very competitive, especially with Tenchi. When he meets the 
women in Tenchi’s household, he strives to win their affections, and 
unlike Tenchi, Horatio understands the fine art of romance. 


What happens when Horatio starts to woo one or more of the 
women around Tenchi? Will they start fighting over him? Will he get 
anywhere with any of them? Will Tenchi realize feelings for any of the 
girls in particular (especially if that girl responds to Horatio’s 
affections)? 


Of course you can then complicate matters by making Horatio 
something other than what he appears to be. He could be an enemy in 
disguise, trying to get close to the Masaki household before he strikes. 
Perhaps the King of Jurai has found a new suitor for Ayeka and has 
inserted him in Tenchi’s school. He might even be Yosho, masquerading 
in order to teach Tenchi how important these women are to him! 


In this scenario, players should play Tenchi and the girls as 
characters. Horatio could be another player, or just as easily an NPC. 
Much of the game would be normal, everyday life — school, chores, 
meals, hanging around, going out, homework — but Horatio will 
inevitably show up. He will be at the mall, or drop by during dinner, 
or compete in the same sports. Horatio will always do at least as well 
as Tenchi, if not better! Having a new, very eligible bachelor around 
should make all the girls sit up and take notice; once again the sparks 
should fly! 


Things, however, might be very different if the new studentis not 
Horatio, but a new girl! Jennifer has just moved to Okayama from Los 
Angeles, California, with her parents. She is the all-American beauty, 
blonde and blue-eyed. Thus she is both alien, being non-Japanese, but 
also far more familiar, since she does not bring with her an entourage 
of space ships, demons, or villains. She might just be the girl that 
Tenchi can fall for ... and can you imagine what Ryoko or Ayeka would 
do to her? As Jennifer falls into the “girl-next-door” role, Tenchi must 
struggle with his maturing emotions. He must also keep his friends, 
Ayeka and Ryoko and Mihoshi and Sasami and Washu, placated while 
simultaneously trying to date the new girl. 


With this scenario, the players could use all of the characters from 
the OAV series, while Jennifer is played as an NPC. Or the players might 
only use the female characters, including Jennifer, while Tenchi 
becomes an NPC! Normal life will again be turned upside down when 
the alien girls war with Jennifer. How will Jennifer deal with the culture 
shock of moving to Japan, and the extreme craziness of space aliens? 


To make matters even more complex, Jennifer might not return 
Tenchi’s feelings at all. She might just want to become friends with the 
alien girls, since she has no friends here. Or she might be interested in 
one of them for more than friendship... 
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No Neep to LEAVE EARTH! 


Washu spoke with Yosho at great length, and finally 
convinced him that Tenchi and the others should go back to school 
.. at the Galaxy Academy! Washu knows that it is Tenchi the girls 
do not want to leave, rather than Earth, so she plans to enroll them 
all in classes. Mihoshi may go back on patrol, but she will manage 
to get stationed on or near the Academy. How will Tenchi deal with 
an alien curriculum and bizarre classmates? Will Ayeka and 
Sasami go incognito, or will they reveal to everyone that they are 
royalty from Jurai? Is Ryoko prepared to go back to school as a 
mature student? Of course the school administration, teachers, 
and the other students will have to deal with the chaos that Tenchi 
and the girls bring with them. What do they do with Ryo-Ohki if 
there is a “No Pets” policy? 


This scenario is a good way to get the characters off of Earth 
and into the politics of the Galactic Union. The Galaxy Academy is 
certainly comprehensive enough to offer a wide range of studies, so 
that everyone will find something that interests them. University is 
the next step after childhood, and this will deepen Tenchi’s 
relationship with the girls as they grow up. You can have a lot of fun 
introducing them to new aliens, difficult teachers, university 
bureaucracy, life in residence, cafeteria food.... How will Ayeka react 
to a failing grade? Will Ryoko ever get an assignment in on time? If 
they thought Washu’s laboratories at home were crazy, imagine 
what a whole class of genius scientists is capable of doing! 


Of course an alternative school scenario could occur a few 
years later, when Ayeka and Sasami realize that they must 
eventually return to Jurai to learn their duties as Royal Princesses. 
Tenchi could come with them, bringing the rest of the group, and 
try to live as an Earthling on Jurai. While this is certainly not an 
easy task with prejudice against Earth still running fairly strong, 
Tenchi might be willing to brave it to stay close to the girls, and to 
learn what it is to be aJurain prince. Ifhe truly wants to learn about 
the Lighthawk Wings, Jurai is the place to study. Yosho, of course, 
would accompany Tenchi, and slowly groom him to become the 
next King of Jurai! 
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No N&ep For Map Science! 


Washu’s laboratories are easily a source of never-ending 
trouble for our cast of heroes. In most cases. Washu should not be 
a character, but may need to be found along her travels in order to 
stop the chaos that tends to escape from her labs. With Washu 
around, you can never be sure of anything. Her aquariums hold a 
tremendously varied menagerie, from gigantic fanged fish to the 
Mass — and undoubtedly many more strange things. What do the 
characters do if Washu goes on vacation and asks them to take care 
of her “specimens?” Worse, what happens if some, or all, escape? 
Do they rely on their own abilities to deal with the crises, or do the 
characters try and use some of Washu’s specialized tools, possibly 
resulting in greater destruction? 


More problems result when Washu decides to be more active, 
and starts wide-scale experimentation. Clearly one problem is that 
all the women love Tenchi, but there’s only one boy. Why not clone 
him and make enough Tenchis for everybody? Washu certainly has 
his genetic material, thus it is just a matter of growing the test-tube- 
Tenchis into adulthood. Of course, once others hear about this, 
they may want an army of Tenchis for themselves. Imagine what the 
King of Jurai or the Galaxy Police could do with legions of Tenchis. 


Even more dilemmas will result if Washu decides, rather than 
clone Tenchi, to split him along his character traits. That way, 
Sasami has a young Tenchi as a play mate, while Ryoko receives the 
adventurous Tenchi, and Ayeka gets the more reserved and proper 
Tenchi. Yosho has the studious Tenchi, Mihoshi spends time with 
the capable Tenchi, and Ryo-Ohki lazes all day with gardener 
Tenchi. In each case, though, the girls quickly realize that they also 
like the parts of Tenchi that they do not have, and probably want 
Washu to put him back together. Over-hearing that they will be 
recombined, one or several of the Tenchis decide to run away and 
live out their lives as best they can. Now the girls must find all the 
Tenchis before any of them get into real trouble, for none has the 
strength of the whole Tenchi! 
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No NEED FOR 
TROUBLE With Cassits! 


No one fully knows how Ryo-Ohki changed when she absorbed 
the Mass from Washu’s tanks. What if her powers increased 
dramatically? Amongst other things, Ryo-Ohki now has the Mass 
power of Duplication, which combines with her Unique Attribute 
(Crystal Flunkies) giving dramatic results. Now, instead of just 
changing forms when surprised or injured, Ryo-Ohki also splits into 
one or several duplicates. Each duplicate is a fully sentient, completely 
capable, and tremendously hungry cabbit. They all love carrots, and 
they can all split the way Ryo-Ohki just did. How do the characters 
react when an army of cabbits swarms through the gardens, the 
house, and all of Japan, looking for carrots? Luckily, while the 
duplicate cabbits can all turn into floating crystals, only Ryo-Ohki can 
turn into the battleship mecha (for now...). 


Can the characters gather up all the runaway cabbits? What 
happens when they learn that they too can transform into child and 
teenage forms? Does their hunger outweigh their budding curiosity, 
or do they mature and grow up quickly, exploring their new bodies? 
Does this just mean a cabbit for everybody? To make matters worse, 
Ryo-Ohki may be so embarrassed and frightened that she runs away. 
Now how do they figure out which is the real and original cabbit? 


Things proceed from bad to terrible if the cabbits remain 
unchecked, for when they eat enough carrots (your discretion) they 
manifest the ability to transform into giant mecha battleships! Now 
what do the characters do? How do the cabbits merge back together? 
What chance do they have to stop a herd of runaway space-cabbit- 
battleships? As Mass creatures, can they simply merge back together? 
Can Ryoko use her Mind Control on any of the cabbits? Whatever the 
characters do, they must somehow coax the real Ryo-Ohki to show 
herself, and help solve this crisis! 


No NEED For Pocket DIMENSIONS! 


One day, deep in the heart of Washu’s laboratories, something 
goes terribly wrong. Washu has been probing the secrets of space- 
folding, trying to maximize her dimensional real estate. Mistakenly, 
she locks herself in a wrinkle in space, while her machine continues to 
send out ripples of space-distortion. The characters notice something is 
amiss when Washu does not show up for meals. Exploration of her labs 
reveals that the corridors and rooms are changing. Nothing is where it 
was, and rooms do not connect as they should. Stepping from point A 
does not get you to point B, but rather to point F. 


As the energies bleed through into the real world, it has the same 
effect on the Masaki house and shrine. Stepping into the bathroom, a 
character suddenly finds herself in the garden. The Onsen now 
contains the kitchen and the temple. The physical landscape and 
layout no longer make sense. 


In this world of folded-space, Ryoko’s Teleport Attribute no 
longer functions properly — she has no idea where she will find 
herself. Ryo-Ohki gets spooked by the bizarreness of the world, and 
Mihoshi is the only one who still has any sense of direction. 


The characters must figure out how to navigate fold space and 
either find Washu (which is difficult, and how exactly does one unfold a 
wrinkle in space?) or the Distortion Machine and shut it down. If left 
unchecked, more serious disasters would result after severe devastation 
occurs. Eventually the galaxy could fold in on itself and collapse! 
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No NEED FOR THE 
DIREcCTOR’S CHAIR! 


20,000 is a long time for someone to be alive. Washu must 
have lived through and seen some amazing things. Why not give 
the players a glimpse of Tenchi’s history, and let them play in the 
ancient past? Suggested characters would be Washu and Dr. Clay, 
and you could easily make Kagato much older than his criminal past 
(and thus part of the student body). Starting the game 15,000 years 
ago, with Washu and Clay considerably older than Washu’s 
graduate student, Kagato, allows you and your players to explore the 
greatness of the Galaxy Academy. You should of course feel free to 
invent additional colleagues of Washu and Clay, and a student body 
for Kagato’s peers. Washu and Clay may well have been friends or 
allies before they fought over the director's chair. 


While Washu, Clay, Kagato, and others watch the galaxy 
mature and develop, a whole host of possible adventures develop. 
Although we do not know when Jurai came to power in the galaxy, 
it is certainly feasible that it happened in this time. The characters 
could witness the early days of Jurai, when they were Space Pirates 
that ruled the black heavens. Was anyone in power before Jurai? 
What battles were fought and who lived and died? What was the 
point where the Space Pirates had enough wealth and power to 
become legitimate, and ascend to the rulership of the galaxy? 


This, of course, brings up the question of the Trees of Jurai. It is 
understood that the renegade nobles (and exactly who were they and 
what did they rebel from?) encountered the trees on first reaching 
planet Jurai, and that their early bonds enabled them to become the 
fearsome Space Pirates. Where did the Jurain trees come from, 
however? Were they always there? Did they come from another 
planet? Another galaxy? Another dimension? Had they outgrown 
their old homes, or were they driven away, hunted throughout the 
galaxy? Ifso, what were their old homes like? Are any of them still 
there? If they were pursued, what happened to the hunters? 


Washu, Clay and Kagato would be perfect explorers to 
investigate the farthest reaches of the galaxy. They could encounter 
the Mass, see Ryoko's birth, and build the Soja. You could also 
explore the mystery of the red gems that empower the Soja and 
Ryoko. Who designed or found them? How did Ryoko acquire 
them? What is their true nature and purpose? What other 
mysteries lie at the dawn of time? 
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No NreEep For CosmMicALLy AWARE 
Rep DIMENSIONAL CuBeEs! 


The Space Pirates Guild and the back-room politicos of the Jurai 
Government have decided that the Galaxy Police has gained too much 
strength in recent years. A team of hardened mercenaries has been 
hand-selected to steal a Red Dimensional Cube and raid the Galaxy 
Police Armoury, in order to weaken and embarrass them. Mihoshi is 
of course the perfect target, since she loses her Cube regularly, and if 
stolen, it is likely that she would not report it for weeks. The Cube 
could just lead to Mihoshi’s personal locker, which would give the 
criminals access to her personal equipment. Not only would this 
allow them to stage raids with Galaxy Police equipment, but it would 
give them access to the Police Communications Net, enabling them to 
avoid the authorities. The criminals will cause the Galaxy Police to 
lose face and support from the citizens of the Galactic Union. Jurai 
will be "forced" to step in and stop the criminals (by either relocating 
them and their new-found wealth for a job well done, or by betraying 
them and hunting them down). The players could be the mercenaries, 
or Galaxy Police Officers who must outwit these criminal 
masterminds, or even the Jurain Special Forces unit that must deal 
with both the criminals and the Galaxy Police. 


APPENDIX 


Of course, you could easily raise the threat to the Police by 
making the Cube more than just a locker, but instead lead to the Police 
Armoury, allowing the mercenaries access to a vast array of deadly 
military hardware. How do the Galaxy Police stop the criminals when 
all of their equipment has been stolen!?! 


On the other hand, what if Mihoshi’s Cube was far more than 
just a storage closet? What if it was a fully sentient mecha that was 
able to create weapons and tools as needed? What would happen if 
the mecha was suddenly able to operate outside its parameters and 
decided to act on its own? Might it not want to dispose of Mihoshi, 
who has caused it all this pain and frustration (dropping it regularly, 
using it incorrectly, etc.)? Could the Red Dimensional Cube tap into 
the Galaxy Police headquarters and take control over their entire 
network? Would the Police need to upgrade the rest of their Cubes to 
try and hunt the rogue Cube down, or would it be able to free its 
enslaved brothers, creating an army of ever-changing Cosmically 
Aware Red Dimensional Mecha? 


Red Dimensional Cube (Sentient Upgrade) 
90 Mecha Points 


Mecha Sub-Attributes 


Armour — 6 (24 MP), Artificial Intelligence — 6 (12 MP), 
Dimensional Portal (portable) — 5 (15 MP), Extra Endurance — 2 (2 MP), 
Reincarnation — 1 (1 MP), Special Equipment (variable) - 5 (10 MP), 
Unique Mecha Attribute: Technological Metamorphosis — 6 (30 MP). 


Mecha Defects 
No Arms (2 MBP), No Ground Movement (2 MBP). 


The Unique Attribute allows the Cube to generate new items or 
forms. It takes one round for each new item to be produced or each 
transformation, and up to 30 MPs can be altered from Sub-Attributes 
(not including A.I. or Technological Metamorphosis) or Defects, as 
long as the total number of Mecha Points stays constant. When 
adding new Sub-Attributes or Defects, only select from those available 
to Mecha. 


No NEED FOR 
HISTORICAL AccURACY! 


At various points through the Tenchi Muyo! OAV, we are 
presented with accounts of character's backgrounds. Ryoko was 
created by Washu and then fell under the control of Kagato, 
eventually becoming one of the most wanted criminals in the 
universe. Washu, the greatest scientific mind in the universe was 
captured and imprisoned by her student, Kagato. Meanwhile, 
Kagato was going about making a name for himself as the Ruins 
Buster. Yosho, fleeing his responsibility to the Jurai throne, 
pursued Ryoko to Earth where he finally defeated and imprisoned 
her then began a peaceful life on Earth. Sasami died during one of 
Ryoko’s attacks on Jurai and was resurrected by the Jurai Tree, 
Tsunami. Mihoshi... well, she probably bumbled her way through 
things as usual... 


It would be an interesting spin on a gaming session, or even an. 
entire campaign, to go back in time and play out some of these 
events. Players could be Galaxy Police or members of the Jurai 
house chasing after Kagato and trying to thwart his latest crime. 
Conversely, players could control characters who aid Kagato in his 
reign of terror across the galaxy. A GM could link this criminally- 
based exploration of the past to a modern day Galaxy Police-based 
campaign where the characters are attempting to close some 
unsolved cases, cases which the characters in the past may have 
been directly involved. 
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GM SCREEN & AnVven TORE 


The Jurai family also has a rich history. A long time ago, the 
Jurai royal family was actually a group of space pirates who 
managed to hit it big. What if the players were allowed to explore 
the shadier past of the Jurai lineage directly by playing the space 
pirates who founded the most powerful empire in the galaxy? How 
did the space pirates manage to establish themselves as the ruling 
power of the universe? Was their rise to power smooth or were 
there obstacles to overcome, rival governments to crush and other 
adventurous problems to confront? 


Also, Yosho chased Ryoko across the galaxy, all the way to 
Earth where he finally defeated her. What happened after that? 
Why did decide to settle on Earth? Was it just a convenient hiding 
place from his family or was there something special about the 
blue-green planet that made him want to adopt it as home? What 
sorts of adventures did he get into while starting his new life here? 
700 years on Earth is a long time for a young prince of Jurai to get 
into trouble... 


Funaho, wife of the King of Jurai, is originally from Earth. How 
did she and her alien husband meet? What were their lives like 
back then? Also, why does Katsuhito’s Jurai Tree share the same 
name as the Earth Queen of Jurai, Funaho? 


This would give GMs a tremendous opportunity to “create” 
their own version of the Tenchi universe. Furthermore, after a few 
game sessions of playing in the past, the GM can fast-forward the 
game to the present day. Players would control different characters 
(or maybe just mature versions of their past-selves). This allows the 
GM to create stories that are based on the events of the past game 
sessions. Playing out events from the past, even if only for flashback 
scenes is a great way to make players feel in control and in touch 
with their characters. It is much more enjoyable for the GM to play 
an event rather than simply tell the players the background 
information they need to know. Do not forget to look backwards for 
story ideas as well. 
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